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INTRODUCTION
"In our schools, every classroom in America must be connected to the information
superhighway with computers and good software and well trained teachers."
President Bill Clinton
1996 State of the Union Address
In recentyears computers havebecome more prevalent in elementary education.
Students use computers to discover information on the WWW orwith learning programs
designed for specific areas of study. They offer a different learning environment than the
average classroom and one inwhich students appear to havemore control over their own
learning styles. Krashen (1983), Terrell (1983), and Johns (1996) all looked at language
acquisition for young learners and this aspect has been studied frequently, but the use of
computers to help young learners withEnglish has yielded little research anddocumentation.
The lack ofEnglish as a second language (ESL) CD-ROMs available to teachers in central
Iowaled to the idea of this study.
Today the field ofCALL is gaining popularity and teachers are discovering that there
are programs that can benefit the students inan ESL setting. The programs, used as a
classroom tool, offer a variety ofinteractive activities, sound, video, and even voice
recording. Teachers canmonitor the student's progress and use the computer to strengthen
skills learned in the classroom along with using computers to augment or introduce new
vocabulary or stories. Many programs in this study make use ofpopular children's books
and build activities centered around the text. Using computers in the classroom also presents
achallenge to mstructors and should be used as atool to augment existing activities.
Use of Computers in Teaching
Many books and articles have been written on the subject of using computers in the
classroom. Two of the more recent books, Technology-EnhancedLanguage Learning (Bush
1997) and "ClassroomPractice: Creating Interactive CALLActivities" (Egbert 1999)address
the role of the computer and how it can best be utilized in the classroomsetting. The
computer acts as a tool the student can use to improve learning and also offers the instructor
a more independent form of teaching. Students havemorecontrol overwhat is being
learned and can set their ownpace andteachers can select authentic materials andprovide
students with the information and training to do their ownresearch. The problemwith using
some language learning programs is the lackof adequate equipment. The ESLclassrooms
theresearcher hasencountered have one ortwo later model computers and are notcapable of
running thesoftware. The software can also beexpensive and theinstructor may behesitant
topurchase a CD-ROM without a chance to try it out. Chapelle (1999) mentions that tasks
must have goals and these tasks are carried out through the participants' engagement ingoal-
oriented behavior. Robert Hart(1986) andClaire Bradin (1999) havecreated frameworks for
evaluatmg language learning software which are used to create a listof questions for this
study and provide thebasis fortherecommendations regarding the software evaluated mthis
paper. Their criteria will be addressed in the literature review.
In order to understand how computers can best be utilized inlanguage learning we
must first look at interaction between the user and the computer. Egbert (1999) suggests in
some cases technology "wll help create an environment that is unique inthe way itsupports
interaction' (p. 27). Teacher-student interaction is also important because teachers can
monitor the progress ofindividual students and detect any errors that may be occurring.
Teachers may also decide to focus on one or more skill areas such as listening, reading,
writing, speaking or grammar. This decision can be made while evaluating the software.
Skill Areas Focused on Using Computers
Listening activities have become an increasingly important component of the CD-
ROM programs observed because of the use of sound. Children can hear natural sounds and
words and listen to and watch animated stories. In elementary school ESL students are at
different abilities, for example, a fifth grade studentmay have a lower English ability than a
second grader who has been in the English speaking country for a few months. Teachers
oftenencounter the problemof handling different age groups alongwith language ability.
As a resource for instructors, a guide in which they can reference available software
maybe useful in order to findoutwhat content areas are covered, recommended age for
students, andwhat language proficiency it is appropriate for. Appropriate software and
evaluations of such software are not available for the instructors who wish to use them.
Elementary school teachers are often lacking the time to sufficiently evaluate programs for
classroom use.
Computers inelementary ESL classes have become more prominent and it ispossible
that they are used as the first step to introducing the child to the English language. Ateacher
whose students' English abilities are not atthe same level may have the student work atthe
computer with an interactive package. This allows the students to work at their own pace
and experience the language on their own terms.
Purpose of Study
Inthis section Iwill discuss my rationale for performing this study and why
evaluation of software is important to theinstructor and also benefits thestudent. As
mentioned in the introductioncomputers are becoming more popular in the classroom,but it
is important to evaluate if the software being used is; a) applicable to the classroom setting
and b) the tasks performedare conducive to language learningfor the student. The level of
student targeted in this study is the K-2ESL leamer in the AEA 11 areawhich includes a
large portion of central Iowa. The students in this region include a variety ranging from
children ofmigrant workers, refugees, and immigrants to children of professionals. The
research question being asked in this study is whether the CD-ROMs for native speakers
have components or activities adaptable to ESL students in K-2 grade.
In order to evaluate the CD-ROMs a framework was designed by the researcher based
on Hart (1986), Braiden (1999), and Higgins (1995). The recommendations and
observations are designed to be used by instructors ofESL students in K-2 grade. The
software currently being used in the classrooms and in what capacity may all have specific
aspects in which students and teachers find beneficial but also aspects which can confuse the
language leamer or hinder the performance.
The applications of software in the classroom are numerous and offer the instructor a
variety ofoptions on how to best utilize the software with the students. Some teachers
prefer that the software be used in groups, letting eachstudent participate in the activity at
hand. Some programs maybe designed for individual usewhileothers may involve the use
of supplemental materials to beused in class orat home. The first programs used for
language learningwere drill and practiceexercises in which the student could receive instant
feedback. With the technology today the applications have increased enormously byusing
graphics, sound, multi-player simulations, and interactive tasks and have increased the skill
areas that can be utilized with the program. The next chapter will look at second language
acquisition and computer assisted language learning.
LITERATURE REVIEW
Many aspects of language learning software must be taken into account when
evaluating programs for elementary ESL classroomuse. This chapter will look at the
literature of three areas important in this study: Krashen andTerrell's Natural Approach and
second language acquisition theories and approaches applicable to young learners along with
Halliday's andHennings' stages of development in language use, software evaluation, and
aspects of CALL with a focus on teacher role, interaction, and authentic audience.
Second Language Acquisition Theories and Approaches
TheNatural Approach, a second language acquisition (SLA) theory proposed by
Krashen and Terrell (1983) isbased onthe idea that the learner obtains comprehensible input
andthat language is primarily acquired bywhat is heard andunderstood, notwhat is said.
Listening is themain emphasis for the Natural Approach. The majority ofCD-ROMs
evaluated inthis study contain heavy use oflistening as input and therefore the Natural
Approach is best suited for guiding the evaluation ofthese software programs.
The Natural Approach isgenerally designed for beginning language learners and the
goal isto assist the students in reaching the intermediate level ofthe target language. This
theory was proposed before computers were widely used in the classroom although the
theory behind theapproach can apply to the evaluation of software. Krashen and Terrell
(1983) also explain that there are specific factors that can influence second language
acquisition; second language aptitude, role of the first language, and age. Second language
aptitude means that certain individuals have a"gift" for language learning. Students who
enter the school may have a good command oftheir first language and Krashen and
Terrell(1983) explain how this can play arole in second language acquisition. The second
factor affecting secondlanguage acquisition is the role of the first language. This role
between first language andsecond language is termed "interference". The concept of
interference leadsus to believe that having certain knowledge of the first language can
actually hinder the performance in a second language. Newark (1971) suggested "thatthe
first language does not interfere at all when we try touse a second language. Rather, errors
show the influence ofthe first language are simply the result of 'falling back' onthefirst
language when we lack a rule inour second language." (p. 14). Newark continues by
offering the solution that language instruction does not need to assist the learner in combating
the effects ofthe first language but instead helps the learner acquire the second language.
Krashen andTerrell (1983) notethe following:
The goal, then, of theelementary language classes, according to this view, is to
supply comprehensible input, the crucial ingredient inlanguage acquisition, and to
bring the student to the point where he orshe can understand language outside the
classroom. When this happens, the acquirer can utilize the real world, as well as the
classroom, forprogress, (p. 1)
The term comprehensible input" can be defined as being information or input the language
learner receives and is able tounderstand. Computer software can be one means of
supplying the comprehensible inputto theESL student.
Johns (1996) offers the following scenario between first and second languages. When
some non-English speaking children begm school they akeady have the formation oftheir
primary language and this can simplify the procedure for acquiring the second language.
Johns (1996) introduces the "Dual-Iceberg Theory." Similar to an iceberg where the parts
above the water are the concepts of language learned in the first language. The dual tips of
the iceberg above thewater represent elements ofbothEnglish andthe second language and
which"must be acquired independently as completely newinformation." (p.15): Belowthe
surface of thewater is thewhere thetwo languages come together andshare qualities ofboth
languages.
The student's first language plays a part intherate and extent of acquisition. This
role is referred to as individual variation. Individualvariation deals with two factors and can
be attributed toeither one orboth. The first factor focuses on the quantity ofcomprehensible
input that the learner receives and the second factor refers to the affective fiher and the power
it possesses. Affective filter refers to the lowering of the student's anxiety level and
promoting a positive language learning experience. By taking this into account, minimizing
anything that impedes thechild's learning butprovides them witha sufficient and beneficial
quantity of input is beneficial. How is it possible for computers to lower the affective filter?
Students are able to work independently with enor feedback from the computer and are not
scrutinized by their peers. The computer should alsoallowthe student to workat their own
pace and discover language ontheir own temis. Some programs also allow for different
learning styles which will be discussed later in this chapter. These concepts are important
factors to keep inmind when judging sofhvare for classroom use.
The final factor that may influence second language acquisition is age. Referring to
the fact that children are better at acquiring alanguage than adults may be, Krashen and
Terrell (1983) say that children possess the advantage when itcomes to ultimate attainment
ofthe deshed language. Children may possess the advantage because they are growing with
using the language and have not fully gamed mastery of their fnrst language. Children
possess less interference oftheir first and second languages and they have alower affective
filter. This means that because children begin learning the language at such a young age
they generally reach a higher level of competence. However, adults are more suited for
grasping second language proficiency over a shorter period. "Thus, any explanation of age
differences must account for why children excel in ultimate attainment and why adults are
faster, at least in early stages." (p.45)
Krashen and Terrell (1983) continue to describe the implications ofsecond language
acquisitiontheory. Since there is need for comprehensible input the theory suggests that
anything that assists in comprehension is useful. Thuswhencreatingsoftware programs it
is important to keep in mind that the age of the studentplays an.importantrole, which in turn,
determines what content is suitable.
The second implication posedbyKrashen andTerrell(1983) is that vocabulary is
important. Whereas approaches based ongrammar mostly focuse onsyntax, thereby limiting
theamoimt of vocabulary, theNatural Approach, on theother hand, emphasizes the
important roleof vocabulary. Vocabulary knowledge increases comprehension, which in
turn has positive effects onacquisition. Software programs that contain useful vocabulary
building exercises should beconsidered when evaluating isbeing done.
The third implication presented byKrashen and Terrell (1983) is that teachers have to
be able to recognize that the students are understanding the message. Teachers may not
necessarily be concerned about certain structures. "Thus, the crucial and central component
ofany language teaching method is input that is understood." (p. 56). This can pose a
problem when using computer applications because the instructors may not be able to
monitor the student's progress constantly. Thus aneed for a record kept ofthe student's
progress and errorsmade should be contained withinthe software. Students shouldbe able
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to comprehend the input in order for the language learning process to be meaningful. The
role of the teacher is very importantandwill be discussed inmore detail later in this chapter
(p-14).
Krashen and Terrell (1983) continue to discuss the ideaof inputby proposing their
"InputHypothesis". They statethat the areaof speaking is not necessarily mandatory for
language acquisition. It would seem that speaking is a vital part in using the language butthe
input hypothesis claims thatbyplacing an emphasis on listening and reading, speaking
fluency will arise on its own. This inputreceived by the language learner is turnedinto
spokenwords the learner is comfortable withusing andprogresses to more difficult words
andphrases. Pronunciation problems or differences putmore of an emphasis on beginning
speech ^d recognizing problem areas. Krashen and Terrell (1983) mention a concern about
learners who are already mthe second language country and for these students early
production of speech may bebeneficial by using patterns and routines. These patterns and
routines should focus onthe actual needs ofthe students. "Speaking is ofcourse a primary
goal ofmost students. It is also important in that it stimulates conversation, which in turn
will encourage more comprehensible input." (p. 57).
Johns (1995) wntes that because language learning involves themethod oftranslation
which provides the idea that the most intellectual manner to perfect the target language is by
studying and learning the rules and guidelines ofgrammar and verb conjugations. This
is used for older students but does not seem appropriate for younger learners who
are neither scholarly norinterested in learning rules ofgrammar.
The role ofgrammar and pronunciation may also play apart in acquisition. Krashen
and Terrell (1983) state that the study ofgrammar has arole in the language program and
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should be used as a supplement to acquisition when appropriate and in specific situations.
The use of grammar canbe demonstrated by lookingat the use of spoken language in general
conversation comparedto communication basedon writingor formal speech.
Five guiding principles of theNatural Approach are found inAppendix C. They are:
Acquistion-Leammg Hypothesis, TheNatural Order Hypythesis, TheMonitor Hypothesis,
The Input Hypothesis, and The Affective Filter Hypothesis. These principles do notmention
pronunciation butKrashen and Terrell (1983) explain thatthe role of pronunciation with
regards to theNatural Approach isnotnecessarily a strong component and thatthere does not
need to bea specific focus onpronunciation. They write that there may bea place for
pronunciation with the language learner. Pronunciation can be introduced for conscious
learmng bymeans oflanguage lab activities. Such activities are simply explanations ofthe
relationship between letters and sounds and the guidelines for producing thesounds. The
Natural Approach puts the emphasis on providing the learner with good models and large
amoiants ofcomprehensible input. Comprehensible input often occurs ina typical classroom
setting. The problem with most ofthe comprehensible input occurring inthe classroom is
that students are for the most part limited to what the teacher is saying. The more sources of
input are beneficial to the student in order to have abetter understanding ofhow the language
is used and in different settings otherthantheclassroom.
In theclassroom the comprehensible input normally comes from the instructor and
OMalley and Chamot (1990) address the problem behind this approach by taking into
account learning strategies ofthe students. O'Malley and Chamot (1990) recognize that '
listening has become the foundation for many second language acquisition theories but they
indicate that the focus on the teacher to provide input "fails to take into consideration
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deliberate learner strategies (i.e. metacognitive, cognitive, and social mediation) for
comprehending language texts, for processing new information, and for learning and
retaining concepts related to academic language and content." (p. 129).
Krashen andTerrellmakenomention of usingcomputers to provide comprehensible
inputin the classroom. The Natural Approach seems adaptable to children learning a second
language andit is possible to see therole ofthe computer asproviding comprehensible input
to the student while keeping theaffective filter low. According to O'Malley andChamot the
problem behind theNatural approach lieswith theteacher being able to address learner
strategies. This presents one reason to use the computer asa tool to beused in the language
learning classroom.
Students,progress through different stages of development in which they find
different uses for language. Halliday (1975) and Hennings (1983) break this language need
down and divide it into categories. Halliday (1975) describes seven language functions
based on children's evolving social needs.
1) Instrumental- used to fulfill needs and desires
2) Regulatory- used to control the behavior of others
3) Interactional- used to relate to others
4) Personal-used to define self, express feelings etc.
5) Heuristic-used to find out about the world
6) Imaginative- used to create make believe language
7) Representational-used to convey information
These needs must be taken into account when evaluating software and determining ifthe
software being used is addressing the social needs ofthe student. Hennings (1983) offers a
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slightly different lookat the evolving social needs. The rolethe language software fills may
fit into one ormany ofthese needs ofthe learner. The software can also provide the input for
' the child to develop social communication.
Incomparison toHalliday, Hennings (1983) describes two stages ofdevelopment in
their use of language, egocentric and socialized, and can befurther distinguished in the
following manner.
Egocentric Speech
1) Repetition- repeats sounds butvery little meaning
2) Monologue- talks to himselfwithout listener
3) Dual orCollective Monologue- child talks in presence ofanother person although
the person doesn't respond or show attention.
Socialized Speech
1) Adapted Information-child exchanges thoughts with another person
2) Criticism- child comments on theactivity of others
3) Commands, Requests, and Threats- child tells or asks others to do things
4) Questions- child asksquestions
5) Answers- childanswers questions
Early second language acquisition in children involves many components and must
be considered when evaluating software for the ESL classroom. Students may be in different
stages oflearning, possess different learning styles, and require different needs for using
language. Computers can aide in providing input for children and adapting to their specific
language ability. The Natural Approach suggests the use ofcomprehensible input. With the
use of sound and visuals, computer software has become aviable means ofsupplying this
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input. The teacher is not the only resource in the classroom for supplying comprehensible
input. Haliday(1975) discusses sevenlanguage fimctions andHennings (1983) provides
two stages of speech ofthe language learner. Instructorsmay find ESL software that fills
certainareas of the givenstages. Of course SLA is not the onlyaspect to consider when
choosing appropriate software. Many components of CALLmust also be taken into
consideration and the following section will discuss these factors.
Computer Assisted Language Learning
Thissection willdiscuss some issues in computer assisted language leaming such as
teacher interaction and how the role oftheteacher changes when implementing language
learmng software into the classroom, interaction between the student and computer or
between the studentand classmates, and finally authentic audience.
Pusack andOtto (1997) touch upon thepastuseof computers for instructional
purposes. Inthe late 1960's the industry began experimenting with grammar practice that
used corrective feedback. In the 1970's the phenomenon ofcomputer assisted instruction
(CAI) promised to revolutionize and individualize education but due to limitations ofearly
computers CAI or CALL found limited acceptance among the professionals ofthe language
field. Bush (1997) mentions a study done in 1996 by the RAND Corporation for the White
House Office ofScience and Technology Policy and Office ofTechnology ofthe United
States Department ofEducation found the following conclusions about the role oftechnology
in the public schools.
1) Educational technology has sigmficant potential for improving student's leaming.
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2) Extensiveuse of technology in schools has the potential to promote significant
school restructuring andexpand the tune andmotivation for student learning,
(p.xiii)
Bush (1997) comments thattoday, as theuseof technology in the schools is growing
and increasing in use, that teachers will have to assume new roles and learn new skills in
order to use the technology appropriately inthe classroom. Since the 1960's society has
seencomputers becomemoreavailable, inexpensive, more image oriented, less text based,
and also the integration of sound has occurred. With the increased use of computers there
has also been a change inhow the teacher presents material for language learning. In order
tomake software useful, teachers may have tochange the way they approach teaching a
class.
Teacher interaction
As educationbecomes more technology driventhe instructormust assumea more
specialized role inthe classroom and leaming process. Egbert (1999) briefly explains the
role oftheteacher in the language classroom. Egbert (1999) writes that in order for the
instructors to help then: students, they must know their strengths, weaknesses, concerns, and
other attributes that may cause problems with language acquisition. The need for this
knowledge leads to programs with good student record keeping. The use ofan electronic
journal is very helpful for the instructor and offers them the chance to monitor progress and
also address any problems or errors the leamer may be experiencing. Higgins (1995) wrote
that "teachers wdll have to find new roles, as advisors, as managers, even as fellow learners
discovering new insights into language by using the same facilities as their students." (p.6).
Some instructors may be hesitant to use computers in the classroom. Decoo and Colpaert
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(1999) mention three proactive reasons why CALL has been such a slow integration into the
classroom: interest, schedules, and financing. The first reason they offer is that there are only
a small amount of teachers who are interested in CALL because many instructors lack the
experience and training ofusing computers for teaching. Secondly, teacher's schedules are
not flexible, allowing little time for integrationof CALL. Lastly,part of the problemhas to
dowith the absence of financial resources. So while softwaremay be able to benefit students
it is often kept out ofclassrooms for these reasons. Makingsoftwareavailableat reasonable
prices, establishing teacher computer training, andmakesoftware resource guides available
to the teachers are some solutions to these problems.
Pusack and Otto (1997) describe the role of the teacher not so much as a routine
presenter ofcontent, but as what has been called a facilitator, one who directs students in
their learning to the opportunities both inside and outside ofthe classroom. The teacher must
also be aware ^at students usedifferent learning styles andCALLmaybeable to address
these styles easier than what is done intheclassroom. The software can contain drawing
activities, independent activities, group work, creating stories, music, etc. Software canalso
include student progress reports. Yeok-HwaNgeow (1997) addresses the issue ofassisting
teachers indeveloping students' learning styles with the use ofcomputers. Since students
may prefer a certain style oflearning, this must be taken into account when evaluating or
using software intheclassroom. The learning styles are as follows:
1) Linguistic- read, write, tell stories, create presentations
2) Logical-Mathematical- work with numbers, reason things out, explore patterns
and relationships.
3) Spatial- draw and design things, watch movies, play with machines
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4) Musical- listen to music, play an instrument, use rhyme
5) Bodily-Kinesthetic- move around, touch and talk, use body language (using the
mouse, board games associatedwith the computer program, clapping along with
songs and characters of the CD-ROMs)
6) Interpersonal- talk to people, develop social skills, work in groups
7) Intrapersonal- workalone, work at own pace,pursueown interests (p. 308).
A programimplementing tasksand activities using all the learning styleswill serve a wide
range of students andcreate interest in learning. Good software should incorporate asmany
of these stylesas possible in orderto be interesting for all students and thusmaking the
softwaremore useful in the classroom setting. Whenthe studentbecomesmore involved in
the learning process their interest is increased and the atmosphere is conducive to language
learning.
Interaction
That computers are only machines and can notpossibly reproduce what actual human
beings say, may be true, but it ispossible for computers to be used as a vehicle tobridge the
gap between people oras away for a group to work together inorder to gather information or
accomplish a task. The involvement ofthe student viathe computer is termed "interaction"
and a major componentof good software.
Peyton (1999) presents the importance of interaction and themannerin which
interaction can be enhanced by the computer. She also addresses the challenges that the
teachers and students may face. The most important point to remember is that the interaction
should be beneficial tothe learner and the quality ofmteraction should consist oftasks that
will challenge the student at the appropriate level. Because ofthe need for quality
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interaction, teachers are at the heart of maintaining this level and they must hone and
evaluate the activities and also the finishedwork of the student. Becauseofthis, the role of
the teacher is notbeing replaced bythecomputer, butinstead theteacher must adapt hisor
her teaching style and classroom tothe use ofcomputers by learning how touse computers
effectively in the classroom. Along with adapting, the teacher must beable to recognize
interaction that is beneficial to the student.
Egbert (1999) discusses the idea of social interaction as being crucial in the language
learmng environment. She describes this interaction as taking three forms; one to one, one to
many, andmanyto many. Theuse of the computer can play several roles in the creation of
this interaction. Itmay beused solely as ameans of gathering information or used as a
means to commumcate between two groups orpeople. The instructor plays a critical part in
establishing meamngful interaction. Software being used by one student may use
simulations orthe characters ofthe software program may respond tothe children's
selections.
Egbert (1999) also looks atthe following configurations that may be used inthe
classroom; learners interacting with classmates, with the teacher, with other students intheir
school or other schools, and with community members and experts although this last one is
reserved for more advanced students and does not pertain to this study since this study deals
with sUidents in K-2 grade. Since interaction among classmates is probably the most
prevalent form because of availability and ease it is important that with the use of computers
the quality of interaction is high. Drill activities can be asource ofendless questions and
practice and provide instant feedback but are often boring and tedious for the learner. By
using atechmque such as "information gap" where one student must supply information to
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another student in order to complete the task, there is interaction between two students
whereas before it was just one student doing all of the work. For more advanced learners a
different strategy maybemore appropriate and challenging. Egbert (1999) suggests having
one studentdowork on the computer and another lookup information in the textbook.
Supplemental worksheets can also besupplied for this type ofactivity. Using thesoftware in
conjunction with the content oftheclass is important to remember when evaluating
appropriate language learning software. Agood user's manual should offer suggestions of
how the software can be implemented in the classroom.
Egbert (1999) continues to describe ways inwhich classes inthesame school may
interact. With the use ofelectronic media the original drawbacks ofphysical contact,
scheduling, and space can be minimized. At the elementary school level the idea ofa"peer
tutor" comes into play. Peer tutoring means that an older student helps a younger student in
the learning process and takes on the role ofamentor. Egbert (1999) suggests higher level
ESL students complete an interview where they ask the younger learners questions pertaining
to their interests orproblems they maybe facing. Electronic books canalso beused inwhich
anolder student reads to a younger student. There are many CD-ROMs available that '
include multimedia books. This is also away for teachers to spend more time helping the
struggling learners.
Interaction is an important part ofmaking software and the computer an integral part
of language learmng. With beginning ESL students this interaction is at avery low level and
may only require the student to click on items using the mouse but as their language ability
increases they can perform more difficult tasks. Along with interaction, authentic audience
also plays animportant role in choosing good software.
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Authentic audience
Bill Johnston (1999) discusses two areas associated with audience: language use and
language learning. Language use is dependent on the relation between the speaker andthe
audience andthisaffects the language forms chosen to present the desired material.
Language learning ontheother hand deals more with theacquisition ofthelanguage
andtheknowledge of the language the learner possesses. Johnston (1999) concludes that
interaction is a necessary component of language learning and thatan authentic audience has
an impact on howfast and to what extent the language is learned. Johnston offers one
criterion in defining authentic audience: "An authentic audience is an audience that is
concerned exclusively withthemeaning of thespeaker's message." (p. 60). Healso notes
that the teacher is not part of the audience because he or she is more concerned about form.
However, in some cases they can beconsidered anauthentic audience when they are
interested inthemeaning ofwhat is written and spoken bytheir students. Inthecase of
software the authentic audience is often simulated as a character of a CD-ROM or as an
imagmary person associated with that program but as a student's language ability increases
he or she has the opportunity to explore new avenues ofusing their language to communicate
with otherstudents and people.
How can the idea ofauthentic audience be used in CALL? Johnston (1999)
elaborates onhow computers are used to create authentic audiences in the ESL environment.
As is often the case, there is alack ofnative speakers in which to interact with. Today, with
the use ofemail, electronic discussion groups, and chat rooms, this problem has dissipated.
Even though there may be alarge distance separating the parties, there is still interaction
occurring. Understanding the meaning ofwhat is being commxmicated is the main aspect.
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Johnston (1999) defends thenotion thatcommunication viacomputer is authentic
because thefocus isonmeaning and not form. While the information exchanged ismostly in
written form, it resembles aspects ofmore informal language and spoken discourse. The
absence ofpunctuation and correct forms can make it difficult for the language learner when
faced with the challenge oftrying to leam and communicate inthe second language.
Johnston (1999) explains that the distinction between eavesdropping and hearing ismore
ambiguous because ofcomputers. Inlanguage learning the role ofeavesdropper is
considered to bewhen the learner listens to something thatis notdirected to them. The
conversation may besomething that was pre-recorded and isnot likely to beheard outside of
class. Johnston contends that by making the choice ofwhat the learner wants to hear, they
become a hearer. Theresearcher believes thatdistinction lies inwhat the learner chooses to
participate inversus what the learner may observe or what the learner is required to listen to.
Opp-Beckman (1999) explores the ideaofaudience in TESOLand CALL. She notes
that within the classroom computers can be used to augment existing activities. Again, this is
important to remember when ev^uating the user's manuals that accompany the computer
software. She defmes the role ofthe audience in four ways. (p. 80);
1) Passive- language learners are not engaged
2) Receptive- language learners ftmction as anauthentic audience:
3) Active- language learners address an authentic audience.
4) Interactive- language learners communicate both as and to an audience.
Passive activities are omitted because no CALL activities that she mentions fit under this
category.
The role of theaudience is given in further detail as follows:
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1) Receptive Activities: reading electronic documents, listening on-line, using search
engines and downloading files, receiving simulcasts, and lurking on a list or MOO.
2) Active Activities: producing formulaic, short answers, producing short answers
on electronic quizzes, commenting on otherstudent'swriting, playingsimulation games on-
Ime, telephoning in to satellite broadcasts, and creating aWWW page.
3) Interactive Activities: holding asynchronous text-based conversations, holding
synchronous text based conversations, participating inaudio exchanges, video conferencing,
and taking distance learning courses.
The issue of authentic taskmust also beaddressed when discussing authentic
♦
audience. This statement means thatwhat thestudent is doing in class has some correlation
with the language he or shewill be using andencountering outside of class andthis is
important so the student will bemotivated to leam thelanguage andbe able to useit to fulfill
his orherneeds. Sowhile thesoftware being used is the audience for the student it is
providing feedback and meaningful activities to the student. The use ofmicrophones and
recording further develop the idea ofauthenticity for the computer software by allowing the
student to speak and receive feedback fi:om what he or she has spoken, similar to what may
occur in the classroom or in the "real world". Authentic audience is avery important
component when reviewing software but there are many more aspects to be considered.
In conclusion students must be presented with tasks that are meaningful and CALL
can provide the students with an authentic audience other than the teacher. The following
section will review adetailed list ofthe evaluation process.
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Software Evaluation
In this section three authors will be referred to in establishing a framework for
software evaluation. In 1986 Robert Hart wrote the framework for evaluation in his article
titled, "Evaluation of Computer-Based Language Teaching Materials". ClaireBradin's
article "CALL Issues; Instructional Aspects of Software Evaluation" and also thischapter
will briefly look at Higgins (1995). On the basis of these frameworks the researcher will
create a frameworkused to evaluate the selected CD-ROMs in this study. In order to choose
the appropriate software for the classroom or individual, an evaluation of the software must
be doneprior to implementation. In themethodology chapter the researcher discusses what
aspects of the follovdng criteriawere chosento be evaluated in this study.
Themost recent guideline for software evaluation was presented by,Claire Bradin
(1999) who offers a comprehensive look at evaluating software and important aspects of
software that should be considered when choosing the program for aparticular setting. She
divides the process ofsoftware evaluation into two steps. The first step isexploring
feasibility andthe second stepis determining quality.
Feasibility:
1) Can you use the software in the current environment?
2) Will thesoftware run onyour computer orplatform?
3) Will the software run on your network?
4) Can thesoftware bemade available tomany students?
5) Does the software requireInternet access?
6) Can you afford the software?
Bradin then divides up quality into three subcategories called format, operation, and content.
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Format:
1) Is the interface consistent?
2) Is the screen display effective?
3) Are the motivational devices effective?
Operation:
1) Is the software easy to use?
2) Can the text and graphics be printed?
3) How much control are the learners allowed?
4) How interactive is the software?
5) Arethe quality anddegree of feedback adequate?
6) What kinds ofrecords does thesoftware keep?
Content:
1) What is the goal of the software?
2) Is the level appropriate?
3) Is the content accurate andup-to-date?
4) Is thematerial culturally appropriate?
5) Does the software accommodate the students' learning styles and preferences?
6) Is the software interesting?
7) How flexible is the software?
This comprehensive checklist from Braiden does leave out some information that teachers
may be able to gather quite easily from previous users ofthe software. Higgins (1995)
suggests some "tools" for CALL evaluation. The majority ofthese tools deal with actual use
inthe classroom and how the students react to the software.
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1) Sales figures- what program has been sold the most
2) Plagiarism- amount of imitation of software
3) Usage figures- time logs, time spent by learner
4) Attitude questionnaires- response from learner
5) Introspection and Recall- pre and post session interviews
6) Class records and teaching reports- observations firom teachers
7) Class observation- outsider's observations
8) Verbalization- prompting students to comment onwhat theyare doing
The majority of suggestions made byHiggins require actual useby students andmaypose
difficultieswith regards to time taken to actuallyperformthe observations.
Robert Hart's unpublished manuscript in 1986 looks at important issues to consider
when evaluating computer-based language materials. Hedivides his issues into context,
instructional design, instructional management, human factoring, and documentation.
Context refers to how thesoftware is to beused and inwhat specific situations. Some
software may bemore related to younger students as compared to older students. The
audience should be defined. Hart (1986) presents the following questions in trying to
determine the intended, context.
1) What is the intended target audienceof thematerials?
2) Are the materials self-contained, or do they assume or require use ofother, non-
computer-based, materials?
3) How are the materials tobecoordinated with class work and homework? Do the
computer materials make explicit assumptions about the overall syllabus or the
kinds of activities which willgoon in class?
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4) Are the materials intended to provide the major portion of instruction for the
contentwhich they cover, or are they simplysupplementary?
5) What are the overall goals and lesson objectives of the material?
6) Is thematerial under review self-contained, or is it a part of a larger set of
computer-based material? If it is partof a set, arethe units in the set integrated
intoa tightly ordered series, or are they designed as relatively independent
moduleswhich can be freely selectedand rearranged?
7) Whatare the entryconditions for thematerial? (p. 3).
Secondly, Hartdiscusses instructional design. Hedefines two terms important to
understanding the concept ofinstructional design. He defines instructional operations as the
operations performed bythe computer. Hart defines cognitive operations as the operations
performed bythe student Good design also includes achieving the objectives ofthe software
interms ofthe student and that use ofgood instructional operations permit aneffective use of
thesoftware. Important aspects ofthis category include the following: what kinds of
activities are used, learning history, meaningful manipulation ofthe target language,
reasonable step size, authentic use oftarget language and at appropriate level.
Thirdly, Hart looks at instructional management which refers to the record keeping
of the program. In this area some important factors to consider are the following: restart
capability, status, handling ofmultiple users, access by instructor toview all orone student's
information, print-out ofinformation, measurement ofgoal completion.
Fourthly, human factoring refers to ease ofnavigation for the student. Hart poses
seven questions to ask when analyzmg human factoring.
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1) Is the screen display planned so that visual attention is focused on information
important to the task at hand?
2) Is information arranged to minimize the need for visual search?
3) Does the programoperate accordingto a consistentusermodel?
4) Is the studentkept informed of his status within the program?
5) Arethemechanics ofprogram operation simple to learn and notprone to confusion or
error?
6) Is the program sufficiently responsive?
7) Do the students and the program share in the initiation ofevents or is the student
forced into a totally passive or responsive role?
Finally Hart looks at theuse of documentation. This refers tomanuals, systems
requirements, and directions on how to use the software.
Aframework incorporating the works ofKrashen and Terrell, Hart, Braiden, and Higgins
wasdesigned in orderto evaluate programs for ESL students.
The following framework was considered when reviewing each CD-ROM in this study.
1) The cost ofthe program.
2) Are there sufficient listening activities to provide the comprehensible input?
3) Do the manuals contain sufficient information for the teacher and provide assistance
for troubleshooting.
4) Are there supplemental worksheets and activities for students to do without the use of
the computer?
5) Are the contents and activities appropriate for ESL students in K-2 grade?
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6) Are there student record keeping and notificationof errors made and when they
occurred?
7) Is the program consistent to what is being learned in class?
8) What are the system requirements? (PC, Mac, mouse, Quicktime, etc.)
9) Howmuch instructional time is neededinK-2 gradeESL students for them to
become familiar with the program?
10)Are there enough activities to keep ESL students engaged for longer periods oftime
(over 20 minutes)?
11)Does vocabulary leamingplay a largepart in the software?
The criteria used to develop the above framework isfurther discussed inthe methodology
chapter.
Inconclusion the information gathered from the three authors is often overlapped and
repeated and there is a necessity to create a framework combining aspects ofeach author.
SLA must also betaken into account and how the material ispresented and whether ornot it
is applicable to ESL students. Teachers must take into consideration that all software may
not be applicable to ESL leamers. There may be alack ofcomprehensible input and the
software maynot correspond to thespeech needs of the student. Teachers need to become
informed onhow toevaluate software and to optimize its use inthe classroom. The next
chapter will look at the methodology ofthe study and explain the procedure used to conduct
the study and discuss the use ofthe mailing survey along with presenting atable ofthe CD-
ROMs evaluated.
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METHODOLOGY
Materials
In this chapter the researcherdiscusses thematerials and procedureused in evaluating
the software. For this studyfifteen CD-ROM programs, (Appendix A), were evaluated.
TheCD-ROMs included a user's guide along with a teacher's guide and system
requirements. Most of them could be operated with a MacintoshandWindows format. For
themajority ofprograms aniMac (350 MHz, and 64MB RAM) was used topreview the
software. The CD-ROMs and computer were available atHeartland Area Education Agency
11(AEA 11). The software contained interactive activities along with listening components
and animated graphics. Table 1lists theCD-ROMs evaluated in this study along with
purpose, activities, ESL strengths and weaknesses.
Table 1. CD-ROM Information
CD-ROM
title
Purpose Activities ESL Strengths ESL Weaknesses
TheMagic
Letter
Factory
Explore letters,
sounds, word
formation, and
sentences
Songs, videos,
make words,
sentences
Variety ofactivities
suited for many
learning styles
Very little vocabulary,
navigation is difficult, low
interaction
Millie and
Bailey
Preschool
Learn math and
reading
Make stories,
leam alphabet,
practice numbers
Large vocabulary
building activities,
high interaction
User manual does not
recommend how to use with
ESL student
Chicka
Chicka
Boom Boom
Learn letters Sing-along,
reading
Very musically
oriented
Very little vocabulary,
navigation is difficult
A to Zap Recognize
letters and
identify words
A short activity
for each letter of
the alphabet
Manual explains how
to be used with ESL
students
Very little interaction
First
Phonics
Teach letter-
sound
correspondence
and build
vocabulary
Matching
exercises,
listening
activities
Many activities for
students and student
progress report,
Very little vocabulary
building, navigation maybe
difficultwithbeginners
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Table 1. (continued)
Letter
Sounds
Leam sounds
and letters
Word sorting,
create words,
create tongue
twisters
Large quantity of
spoken English and
can use a microphone
User manual does not
recommend how to use with
ESL student
Phonics
Alive
Introduces
sounds
Five modules of
matching
exercises
Focus on phonics and
progress report is
thorough
Very little vocabulary, veiy
little flexibility with order
completing the tasks
Bailey's
Bookhouse
Teach
prepositions,
adjectives,
letters,and make
stories
Create stories,
practice using
adjectives and
prepositions.
See Milleand
Bailey's Preschool
Advanced activities may be
difficult for beginning
students
Dr. Seuss's
ABC
Reading and
learning the
alphabet
Reading the
book
Focus is on listening
and reading, good for
peer tutoring
Difficult phrases, Very little
interaction and lack of
activities
Farm
Buddies
Leam animals,
make stories,
leam letter
sounds
Jigsaw puzzles,
matching
exercises, and
story building
Good vocabulary
building activities,
listening is a main
component. Also
includes a Spanish
version
Navigation is difficult,
instmctions are sometimes
difficult to understand
Let's Go
Read
Leam letter
names, letter
sound, phonics,
and sentence
building
Choosing correct
sound, games,
story activities
Large quantity of
listening
comprehension, can
use microphone, good
variety of activities
User manual does not
recommend how to use with
ESL student
How Many
Bugs in a
Box
Leam numbers 8 activities used
to teach numbers
Good number
vocabulary practice
and interactive book
May require a lot ofteacher
assistance for beginning
students
Read Write
and Type
Use phonics,
leam to type and
form sentences
Sending e-mail,
use keyboard to
type words
Authentic tasks,
speech is natural and
many activities
For a more advanced
student
Travel the
World with
Timmy
Introduction of
Japanese,
Swahili and
Spanish
Vocabulary
building, making
stories, singing
songs
Not suitable for ESL
students unless in a bi
lingual setting
Not suitable for ESL
students
Kindergar
ten
Interactive
Learning
Center
Leam letters,
numbers, shapes,
time, and money
Drawing and
painting, dot-to-
dot, movies, and
videos
Many listening
activities, variety,
good vocabulary
building
No student progress report.
User manual does not
recommend how to use with
ESL student.
Procedure
The first process ofthe implementation ofthis study was to discuss the possibilities of
language learning software with an elementary ESL instructor in the Ames School District to
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determine if software was used in class and if software was available to instructors in Central
Iowa. Upon further discussion the lackof software evaluation became evident. A follow-up
discussion washeld in order to identify amore detailed list ofwhat typeof programs the
instructor was looking for andpossibilities ofprocuring the software.
The researcher contacted AEA 11 inearly December, 1999 andmade a preliminary
trip to Johnston, Iowa to evaluate the site andto brieflyreview the software anddetermine
what was available. Aprinted catalog provided a list of the educational software provided to
the teachers and the researcher began his search by looking under the heading of"Language"
and selected 25 programs that were applicable for elementary school. After noting the 25
CD-ROMs the next step was toread the brief summaries written inthe back ofthe guide. By
doing this, the researcher was able to eliminate all of the software that was not related to
language learning and also eliminate those that were not suited for elementary education,
narrowing the list to 20 CD-ROMs tobeused for this study.
The next step in the process was to quickly scan the user manual and teacher's guide
ofeach CD-ROM and read the objectives stated by the software producers. The CD-ROMs
that contained no guide and/or had very few activities were not selected for further
evaluation. As a finalnumber 15CD-ROMs were evaluated.
In order to thoroughly evaluate the CD-ROMs that were selected the researcher used
Robert Hart s, Claire Braiden's, and John Higgins' guidelines to create aframework
adaptable to ESL students. The first step in the evaluation process was to locate the software
and review the manuals. In order to get abetter idea ofhow to navigate through the program
the researcher read through the user's manual, becoming familiar with the icons and
commands ofthe software. The researcher also noted the system requirements and what
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platforms theywould operate on. In some cases themanuals were verycomplete whereas
with a select few the manuals did not contain enough information. Thenext step in the
process was to review the teacher's manual and any supplemental material. These might
have included a list of activities to be done without thesoftware or in conjunction vwth the
software and also reproducible worksheets, games, or cards for the instructor to use in class.
After completing the review of themanuals the following step was tomstall thesoftware on
the iMac andbeginmvestigating theCD-ROM- At this stage of the evaluation I also relied
on the manual in order to guideme throughthe activities. The researchertook notes on the
following aspects of the program: skill areas focused on, use ofgraphics and digitized video,
student record keeping, ease ofnavigation and how the instructions were presented to the
student.
Criteria
The criteria used to evaluate the software were based on the framework created by the
researcher. The researcher wanted a reference that would be quick and easy to read and with
useful information for the instructor. The evaluation criteria were also suggested by the
elementary ESL teacher as items beneficial to the instructor. One ofthe main concerns for
instructors was the cost so this was included at the beginning ofthe evaluation. The next
category was titled "Contents and Activities." This encompassed abriefdescription ofthe
software and what its intended use is along with the activities available to the student. The
researcher also included what skill areas were focused on within each activity. The next
category, "Manual", gives ashort description of the contents ofthe manual and what types of
manu^s were included vnth the software. The next category, "System Requirements", is one
ofthe most important with regards to whether the instructor will actually be able to use the
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software on the computers that he or she has available. The last category included in the
evaluation was "Teacher Evaluation and Student Progress Report". The majority ofCD-
ROMs evaluated did not make use of some kind ofrecord keeping but of those that did a
brief example ofhow the student's progress was reported was explained. Observations and
ESL applications were comments noted by the researcher regarding overall thoughts of
program and its possible use with ESL students.
Mail Survey
In order to receive feedback fromteachers, a mailing surveywas constructedand sent
out to 43 instructors. In orderto determine whatteachers hadpurchased one of the 15 CD-
ROMs, a printout of names and schools was procured from the AEA 11 Media Resources
Center. Thenames wererandomly chosen from each CD-ROM. The design of themailing
surveywas centeredaround the ideas of Don Dillman(1978) and his book titledMail and
Telephone Surveys, The TotalDesign Method. Some of theprinciples thatDillman (1978)
notes in his bookwere implemented in themailing survey. First, the questioimaire hadto fit
into a letter-sized envelope and also contain a return envelope that would accommodate the
completed questionnaire. Inorder to confine the questionnaire into the letter-sized envelope
thesize of thequestiormaire had to beappropriate. For this reason a briefexplanation of the
study and importance of the return of the questionnaire wasstated at the top of the survey.
Following the introduction were the questions. The questions used on the survey were
chosen in orderto answer some of the questions posed bythe framework presented in the
literature review. Forexample; What level is thesoftware appropriate for? Howmuch
instruction timewas needed? What attributes make the program less ormorelikable? Some
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of the questions posed by the framework were answered by the researcher and for this reason
not present in the mailing survey.
Dillman (1978) recommends that "ordering for questions in a questionnaire is to
begin with something 'easy'This is based on the idea that by encountering "easier"
questions at the beginning of the survey the more likely the survey taker is to continue
answeringquestions. A questionthat requires "only a few seconds to comprehend it and
another few seconds to answer it."
Another important aspect of creating the survey was to use lower case letters for
questions and upper case letters for answers. The reasoningbehind this focuses on the idea
of readability. The participant recognizes that all the questions are lower case and all of the
answers are upper case, thus making the survey easier to follow and also draws a distinction
between the questions and answers.
Directions for answering most questions were stated with eachquestion and in
concordance withDillman usedthe instructions to "circle the response or all that applied."
"The encirclement processresults in fewer ambiguous markings and should thus be
encouraged."
Since the surveymailed out was only two pages long it was importantto make sure
the last question on page one did not overlaponto page twowhich can create confusionand
errors. As Dillmanstates, "it alsomakes thequestionnaire lessattractive to respondents,
especiallywhen (as may often happen) respondents scan the questionnaire before sitting
down to fill it out and find it necessary to read several lines down some pages before they can
make sense of the questions."
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A return envelope was included in order to facilitate the return of the finished
questionnaire. The returnaddress wasprinted on the envelope and a postage stamp already
attached.
Twoweeks after sendmgthe first questionnaire a follow-up letter with additional
questionnaire was sentto all participants who didnot respond to the first questionnaire. It is
also important to note thatpersonal information was not included on the survey. This
information was not important for the survey and also lettherespondent remain anonymous.
The questions posed onthis survey were meant to discover aspects of theCD-ROM
that seemed to "work" intheelementary classroom. There was also anopen-ended question
at the end ofthesurvey inorder to letthe respondent add any additional comments they may
have had in regards to the software.
The following chapter will state the results, recommendations, and inteipretations of
the researcher.
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RESULTS, RECOMMENDATIONS, and INTERPRETATIONS
Results
AppendixA containsa complete list of the CD-ROMs evaluated, therefore this
section will lookat generalizations of the evaluation withregards to cost, system
requirements, manuals, content, and record keeping (Table 2). Abrieflook at the survey
results willalsobe included in thischapter, corresponding to Table 3.
Cost
The first aspects of the results will look at cost of the software. Since all of the
software was available through Heartland Area Education Agency 1Ithe price for instructors
inthe district are charged ten dollars and the software could be used on multiple machines
within the same school. It is interesting to note that someCD-ROMs contained no
supplemental materials and the user's manual was not very comprehensive. The cost was not
reflective ofactual activities presented by the software. At one end ofthe spectrum a
program with eight different activities and three skill levels and at the low end ofthe
spectrummay be a programwith only two gamesor activities and no interaction on the
student's part.
System requirements
Thenextsection looks at system requirements. Fourteen of the fifteen CD-ROMs
evaluated were able to run on both the Macintosh and Windows platform. (Table 2). They
generally required 5-8 MB RAM and for Windows a sound cardwas also needed.
Windows95 or 98 and Macintosh operating system 7.0 or better were required for most
programs.
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Table 2. CD-ROM Data observed by researcher
CD-ROM
title
Macintosh
Operating Sys.
Windows
Operating Sys.
MB RAM
required
Student record
keeping
Manual
The Magic
Letter
Factory
Yes Yes 8MB No Yes
Millie and
Bailey
Preschool
Yes Yes 8MB No Yes
Chicka
Chicka
Boom Boom
Yes Yes 8MB No Yes
A to Zap Yes Yes 8MB No Yes
First
Phonics
Yes Yes 8MB Yes Yes
Letter
Sounds
Yes Yes 8MB Yes Yes
Phonics
Alive
Yes Yes N/A Yes Yes
Bailey's
Bookhouse
Yes Yes 4MB No Yes
Dr. Seuss's
ABC
Yes N/A N/A No Yes
Farm
Buddies
Yes No 4MB No Yes
Let's Go
Read
Yes Yes 8MB Yes Yes
How Many
Bugs in a
Box
Yes Yes 5MB No Yes
Read Write
and Type
Yes Yes 4MB Yes Yes
Travel the
World with
Timmy
Yes Yes 8MB No Yes
Kindergar
ten
Interactive
Learning
Center
Yes Yes 4MB No Yes
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Although not always stated amouse was necessary to operate all of theprograms. There
were alsooptional accessories that could beused withsome ofthe software programs such
as: printer,microphone, and TouchWindow. The requirements also includedthe use of a
minimum of a 13" monitor. Kindergarten Interactive Learning Center required the
installation of QuickTime 2.1, which was provided with theprogram.
Student evaluation and progress report
The next feature evaluated was student evaluation and progress report. (Table 2). All
ofthe programs that included some sort ofstudent progress report orfile saved the
information inafolder on the hard drive under the student's name. Before beginning a
program with student progress data the student must sign-in by typing their name. By
signing-in the student creates a file where their progress is saved. Those thatdid have these
features varied largely onwhat theypresented to the instructor. InFirst Phonics the student
learned letters and upon completmg 80% ofactivity correctly they would be marked as
learned". If the student hadnot reached 80% correctness for a letterit wastermed
'^ unlearned" in their file. Amore detailed report bytheCD-ROM Phonics Alive showed the
name ofthe student, what time they logged in to begin the activity, what section they worked
on, and ifthere were any errors, where did errors occur and howmany times. Adifferent
kind ofprogress evaluation involved the student keeping ajournal. Asmall percentage ofthe
programs included certificates ofaccomplishment after completing individual sounds or
letters andwere printed out with the student's name on it.
Manual and supplemental material
The manual and supplemental materials are animportant facet ofthe software and
N,
fourteen of thefifteen CD-ROMs contained some form ofuser's manual and/or a teacher's
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manual. (Table 2). The user's guide generallystatedthe objective of the program, a list of
system requirements and installation procedures, an orientation of navigating through the
software,option commands available to the instructor to changesettings, and a section
designated for troubleshooting anyproblems thatmayarise withusingthe software.
EDMARKwhich producedMillieand BaileyPreschool, Bailey's Bookhouse, Let's Go
Read: AnIslandAdventure, Travel the Worldwith Timmy, andKindergarten Interactive
LearningCenter generally hadthemost detailed and comprehensive user's manual and
teacher's manual. The user's manual was full size (8 xl1) contained detailed descriptions
ofeach individual activity used inthe software along with descriptions oftheicons and
navigation. The objectives of theCD-ROM were clearly stated anddetailed instructions of
use were given. An additional component ofvarious CD-ROMs were supplemental
materials. These included black-line master copies for in-class useandalso cutout cards for
flash cards. Oneof themostdetailed supplemental materials was a teacher'smanual for the
The Letter Factory that contained numerous pages ofactivities to be used in conjunction with
the software program and gave detailed descriptions ofthe materials needed along with
procedure. The Letter Factory also included cutout puppets tobeputonsticks so students
can create a re-enactment ofwhat occurs onthe CD-ROM. One software package included a
letter to the parents inboth English and Spamsh explaining the purpose ofthe software and
that the child was going touse it inclass. One software program also included the master for
the certificates that are given to the student after learning a letter (sound).
Interaction
The main portion of the evaluation resuhs centered around the actual contents and
activitiespresented with each CD-ROM. As an overview, this sectionof the results will look
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at examples ofactivities and skill areas focused on by the activities. The 15 CD-ROMs can
be generally divided into two categories of presenting material to the learner.
The first categorycan be termed the "step-by-step" model. Most ofthe software
began by introducing one sound or a group of sounds. Forexample inPhonics Alive the
student would begin anactivity by learning one letter and progress through a series of
mteractive activities. By clickmg on the letter the student is able to hear the sound and
recognize that theletter represents that sound. As reinforcement a game is used to test the
student if theyhavelearned the letter. InBaileys ReadingAdventure students must be able to
recognize the letter and sound and collect it offthe beach and put it in the correct basket.
When the student puts the letter inthe basket they hear the letter's sound being pronounced.
The studentproceeds through the activities andnew letters are introduced.
The other approach to presentmg material is as an interactive reading activity. InDr.
Seuss's ABCs the child works their way through the book ofABC's by experiencing each
letter in order ofthe alphabet. They also have the option to begin at different letters and skip
letters as they read the book. Inorder to hear words using the letter the child can click on an
animal orpicture on the page and asilly sentence using words cohtaining that letter will be
spoken aloud. \x\.Farm Buddies students leam specific vocabulary pertaining to animals that
are found onthe farm. After building an animal by putting its head, middle, and back
together they then proceed to a game, for example; one game consists ofspinning anumber
wheel and moving a cow the correct number ofspaces until it gets to the bam. After the
wheel is spun the child hears the following command; " Move the cow two spaces." In
Travels with Timmy, aprogram to introduce children to the three foreign languages of
Japanese, Spaiush, and Swahili. Students can visit Argentina where they can build avillage
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using pictures ofpeople, animals, and common objects. As the student chooses a number
andpicture the screen is filled inwiththecorrect number of objects. Thecorresponding
words are then seenon the screen and a voice speaks thesentence. Forexample; "ocho
gatos" meaning "eight cats."
Music is a very prominent component of manyof CD-ROMs that were evaluated for
this study. In Chicka Chicka Boom Boom children have the opportunity to play along with
themusic and choose their instrument. By using the space bar and return key they could hit
andshake a variety of instruments. This program also uses anexisting children's book to
guide the format oftheCD-ROM. The use ofrhymes and creating rhymes was also a
popular activity in many ofthe programs.
Another element that is present in about 25% ofthe CD-ROMsevaluated is the use of
digitized video. Short videos introduced numbers and letters. In Chicka Chicka Boom
Boom the main characters ofthe program were children 7-8 years old who would join inthe
activities and present the directions. The use ofactual children only occurred intwo ofthe
previewed CD-ROMs. The majority ofsoftware programs contained animated characters
such as elves, domesticated animals, and letters. In HowMany Bugs in a Box the program
used unusual bugs to teach the numbers 1-30. This program was also based on an already
existing children's book.
Survey data
There were nineteen mailing surveys retumed to the researcher (44% return rate).
Each CD-ROMhad a response from at least one instructor. Each instructor alsomade
comments about theprograms. The CD-ROMs with more than one survey retumed were:
Chicka Chicka Boom Boom, Letter Sounds, Dr. Seuss's ABC, and HowMany Bugs ina Box.
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Although the data received is not supported by more responses it does provide a basis for
evaluation to the instructor ofESL classes. The data received from the survey is summarized
in Table 3. Table 3 reviews the appropriate grade level and this information was gathered
from informationobtained from the instructors whowere actuallyusing the software at the
time of this study. The likes and dislikes of the table are opinionsofthe instructors and not
true reflections ofthe programs. The data gathered from more than one CD-ROM was
Table 3. Data from mail survey
CD-ROM
title
Grade
Level
Language
ability
Instruction
time
Use Likes Dislikes
TheMagic
Letter
Factory
(1 response)
PreK-2 mid-beginner 15 minutes Individually Manual,
variety,
graphics
Student
evaluation
Millie and
Bailey
Preschool
C1 response)
PreK-2 mid-beginner 30 minutes Individually Graphics,
materials
evaluation
Chicka
Chicka Boom
Boom
(2 responses)
PreK-1 and
K-2
Low-
beginner
15 minutes Groups and
Individually
w/ instructor
Variety, skill
areas
N/A
A to Zap
(1 response)
PreK-1 Low-
beginner
15 minutes Individually,
and groups
Sound,
graphics, cost
Worksheets,
microphone
, evaluation
First Phonics
(1 response)
PreK-1 mid-beginner 15-30
minutes
Individually,
groups, and
individually
w/ instructor
Variety,
student
report,
sound,
graphics
Teacher's
manual
Letter Sounds
(2 responses)
PreK-1 mid-beginner 15 minutes Individually Manual graphics
Phonics Alive
(1 response)
1-2 mid-beginner 15 minutes Individually Variety,
graphics, cost
Worksheets,
no
evaluation,
microphone
Bailey's
Bookhouse
(1 response)
K-2 mid-beginner 15 minutes Individually Students
enjoy
activities
evaluation
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Table 3. (continued)
Dr. Setiss's
ABC
(2 responses)
PreK-2 mid-beginner 15-30
minutes
Individually
and Groups
Manual,
variety,
graphics, cost
Worksheets,
evaluation
Farm
Buddies
(1 response)
K-2 mid-beginner 30 minutes Individually Variety,
graphics
evaluation
Let's Go
Read
(I response)
PreK.-l mid-beginner 30 minutes Individually
and groups
Graphics,
cost
manual
How Marry
Bugs in a Box
(2 responses)
PreK-1 Low-
beginner
15 minutes Individually Graphics,
soimd, cost
Worksheets,
evaluation
Read Write
and Type
(1 response)
1-5 Mid-beginner 15 minutes Individually
w/ Instructor
Students
enjoy
activities
User's
manual
Travel the
World with
Timmy
(1 response)
1-2 mid-beginner 30 minutes Individually Manual, cost,
graphics
Skill areas
Kinder
garten
Interactive
Learning
Center
(1 response)
PreK-2 mid-beginner 15 minutes Individually Variety,
sound,
interactive
activities,
graphics, cost
N/A
consistent except for Chicka Chicka Boom Bootn which had aslight descrepancy concerning
the grade level. As ageneralization the majority ofCD-ROMs were recommended for Pre-
Kindergarten to second grade. The exception to this was Read, Write, and Type. This
program is used to teach typing and become familiar with the keyboard; thus it may be
appropnate for older students. The level ofstudent using the program is from mid-beginner
to low-beginner, meaning that the students may know some letters and afew sight words.
,The average time of instruction for the student to become familiar with the program was
from 15-30 minutes and most ofthe students used the computer program on an individual
basis although afew such ^sAto Zap, Chicka Chicka Boom Boom, Let's Go Read, and Dr.
Seuss'sABCwere used with groups oftwo or more students.
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Most of the instructors hked the cost, graphics, variety of activities, and manuals of
the programs. The dishkes of the teachers included lack ofworksheets and supplemental
materials, no evaluation of student's progress, teacher's manual, and lack ofmicrophone.
Recommendations
The following section will make recommendations for beginning language learning
software in elementary level ESL classrooms. The recommendations will be made based on
ideas of second languageacquisition, softwareevaluation, and aspects of computer assisted
language learning. The evaluations of the software in Appendix A will also be taken into
account.
It is importantto keep inmind that the teacherplays a very important role in
evaluating thesoftware andintroducing it to the student. Some students may notbe familiar
with howa computer works so teachers needto be aware of this problem also.
System requirements
The software should be able to be used in the current environment and should be able
to runonbothMacintosh andPCmachines and require between 5-8mb RAM. Thesoftware
should belicensed for more than one classroom sostudents can use it in different rooms.
Since all classrooms may not have Internet access the software should not rely on Internet
access to function properly. Amouse is an important navigation tool and for beginners is the
essential mode of interacting with the computer. Aprinter is necessary for students to print
out their work, for teacher progress reports, and certificates ofachievement.
Cost
The cost for the software evaluated was $10 and seems reasonable for ateacher with
restricted financial resources.
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Teacher tools
A manual should accompany the software and contain the objective of the program,
what the software does, technical support,navigational information, and supplemental
activities andworksheets. A troubleshooting guide along withcompany contact information
should also be provided. Some additional features included in the manualmightbe
certificates of achievement, form lettersto the parents, sight words and cards, alphabet cards,
and gameboards. Detailed instructions for teacher and student options should alsobe
included in themanual with an example ofthestudent's record along with anexplanation of
howto decipher it. This record should include what time thestudent used theprogram, how
long they were using the software, mistakes made and where, and what level they completed.
Content
For young ESL students, easy navigation ofthe program is an important aspect of
software in order to create a relaxed learning environment. Instructions for activities are a
crucial component ofthe software and to facilitate use, icons should beappropriate towhat
the student wants todo. Ofcourse some orientation time will be required ofthe student and
teacher. Krashen and Terrell's (1983) Natural Approach, listening provides the
comprehensible input, so thereforeverbal instructions shouldalso be included when the
student selects an activity. Apreview ofwhat is expected ofthe student should precede the
activity itself. This allows the student to become familiar with thesoftware and comfortable
with navigation through different parts ofthe program. Letting the student see how todo the
activity along with verbal instructions not only adds input but also provides a visual context
for the instructions.
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The software should engage the student in active participation and not as a passive
learner described by Opp-Beckman (1999), taking into consideration the different learning
styles of each student. A software program should incorporate activities that test what the
child has learned and accomplish a certain goal andmaintain reinforcement activities
throughout the progression of the program. The program should be consistent to what is
beingtaught in classand should contain learning letterrecognition, lettersounds, writing,
reading, and arts and crafts. All of these areas canbe incorporated into an ESLprogram.
Appropriate step size should also be consideredwhen choosing software. Does the software
present new material in feasible amounts so the student doesn't become overwhelmed with
input. Thesoftware should present young learners withmanageable inputand reinforce it
withvarious activities andmaintaining its reinforcement throughout theprogram.
Activities should be easyto navigate, have a goal, test the objectives of the lessonand
offer varied activities. Music, coloring, and reading are important aspects for young
elementary school classrooms and should also be incorporated into the software program.
What the students do with the software applies towhat they aredoing in theclassroom, thus
adding authenticity tothe program. The input the child is receiving is input that can beused
in their classroom environment.
Interpretations
While all ofthe software contained numerous activities and good sound quality, in
thissection the researcher looks at their potential to beused in anESL classroom forK-2
grade. In order to do this Krashen and Terrell's Natural Approach must be considered along
with the framework designed by the researcher in the literature review. Information regarding
use with ESL students c^ be found in Appendix A. The use ofsound has the potential to
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produce the comprehensible input defined by Krashen and Terrell arid the researcher believes
that the majority ofthe CD-ROMs evaluatedpossess this potential for comprehensible input.
The exceptions to this are;Read, Write, and Type and Travel the Worldwith Timmy.
These programs provide inputthat is above the level of theK-2grade ESL learner andthe
words or phrases are oftensaidwithout beingaccompanied by a visual, ESL students hear
the phraseor wordand havenothing to relate it to, thusmaking it incomprehensible.
Learmng stylesalso play a role in language learning for ESLstudents. Themore styles used
in the software themore students it is applicable withand thus making it a better tool in the
classroom. Only one CD-ROMactually contained information ofhow to use it with ESL
learners. This makes the other programs more difficult to use because the ESL instructor
must spend time deciding if the softwarecan actuallybe used in the classroom. Themanual
should contain information with regards to appropriate age, level, and background (migrant,
immigrant, professional, etc.)- The information provided to theESL student with regards to
navigation, should be spoken slowly along with easily recognizable icons. The slower
speech allows the student to better comprehend themessage,
Krashen and Terrell (1993) mention vocabulary is important. Vocabulary that is
spoken and also represented by avisual isvital for comprehension. The vocabulary must
also correspond to what the student is encountering in the classroom or will be encountering
outside ofclass. Inearly elementary school much ofthe language focuses on numbers,
ammals, and colors. CD-ROMs that take this into accotmt are better suitedfor ESLstudents
because they c^ begin to communicate with native speakers and use the language to
function in everyday life. Krashen and Terrell (1983) also note that pronimciation does have
its place in ESL but as more ofaperipheral role. In many of the early elementary classes
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phonics have become an important means of learninghow to read. If this is the case, ESL
instructors may feel that phonics are important for their students due to the fact that it is what
the native speakers are also doing in class.
The programs should also involve the student in the learning process. Interaction by
the student promotes learningby giving responsibility to the student. Studentsmust
complete tasks andreceive feedback in order to feel like a successful language leamer.
Programs that contain student record keeping allow the student to work on his or her
own,maintaining a low affective filter but also giving access to the teacher to monitor the
student's progress.
In conclusion, the CD-ROMs evaluated in this studycontain components for usewith
ESL learners inK-2 grade. The programs offer sufficient comprehensible input, vocabulary,
visual cues, appropriate material, and interaction tobenefit the ESL student. Inthe following
chapter theresearcher will list the five most usefiil CD-ROMs and explain some limitations
and future uses of this study.
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CONCLUSION
Overall Recommendation
Based on the interpretations the researcher recommends the following five CD-ROMs
forusewithK-2 gradeESL classes. These programs contained quality comprehensible
mput, vocabulary (numbers, colors, and animals), easynavigation, student progress reports,
numerous activities, informative manuals with supplemental materials and use ofvarious
learning styles.
1) Millie andBailey Preschool
2) Let's Go Read: An IslandAdventure
3) How Many Bugs in a Box
4) Kindergarten Interactive Learning Center
5) Farm Buddies
Limitations of the Study
This study was conducted with themajority ofCD-ROMs designed for native English
speakers. Very little of the software had ESL and foreign language components and
directions of use for non-native English speakers and the selection was limited towhatwas
available at AEA 11.
Improvement in evaluating ESL software would beto restrict evaluation to only those
CD-ROMs designed for ESL classes. Itwould also beinteresting tonote the differences
between software designed for native speakers versus software designed for non-native
speakers.
The main suggestion for improvement onthis study would be to use theCD-ROMs in
an actual elementary school ESL class situation and observes the students' behavior and
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reaction to the software. Verbal feedback from the students could be made and an observer
couldtake notes on the interaction of the student withactivities presented by the software.
Teacher feedback is also importantto the studyand although a mailing surveywas sent out to
over forty instructors, the response was low (44%) even after a second questionnaire was
mailed to thenon-respondents. Additional reminders and surveys using e-mail could have
been sent butideally the feedback from the teachers should have been done orally. This
could have been done via the telephone, or in a face to face interview. The oral interview
requires much more financial support and is also more time consuming although it allows for
amore detailed survey and feedback from therespondent.
Themailing survey itselfshould have been a little longer withmoredetailed
questions although the constraint ofthe envelope size and cost kept the survey toamaximum
of two pages. Therewas no pilot survey to test the effectiveness of the form. Also the first
set ofquestions seemed to pose a problem and shouldhavebeen includedwith better
directions. For example; Ifyou answered "yes" to question 1please move on to question 4.
The first question alsoposed a problem because it created a bias towards ESLinstructors. A
more appropriate first question should have been if the instructor actually uses the
highlighted software in the classroom. By presenting the first question of"Do you use this
CD-ROM with ESL students?" many teachers may have seen this question and felt that since
they didn't work wdth ESL students the questionnaire did not pertain to theiii. Another
drawback ofthe survey was that although anonymity was implied it was not clearly stated on
the questionnaire, some would-be respondents might have been deterred from filling out the
survey because ofthis failure to clearly state that all responses and answers would be held
anonymous and no names would be used.
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Because the software was located about 45 minutes away it was important to take
clear and detailed notes regarding all aspects of the CD-ROM.Having possession ofthe
software would have been beneficial in this study. Another possible solution to this problem
of a distant locationwould be to videotape the actual reviewperiod. In this manner the tape
could have been viewed and any notes lacking on the evaluation could have been filled in.
This of coursewould depend on the permissionof the MediaResourceCenter in Johnston
and also copyright laws. The resolution ofthe software on the screen may also inhibit the
clarityofthe video. Many software companies also distribute free trial software for
instructors andwhile this is economically appealing the software normally doesn'tpresent a
detailedenough scenario of what the softwareis capableof and its contents. Anothersource
of computerlanguagelearning is through the Internet. An evaluationcould have been done
usingonlyweb-sites oriented towards youngESL learners. Provided the researcher had
readily accessible Internet access, he orshe would be able to evaluate the web-site atany
time. Insummary this study was conducted by one researcher and using data that was
collected personally orgathered bymeans ofamailmg survey.
The software available for evaluation at AEA 11 was limited with regards to ESL
students and primarily designed for native English speakers. No students were used to
actually test the effectiveness ofthe software programs. The replies ofthe survey were all
from non-ESL instructors so the feedback received must reflect this fact. The time of
instruction does not seem very long, perhaps because the students had afairly good
command ofthe English language and understood what the instructor was telling them. The
mailing survey did not ask how much time in class the software is used and ifthe teacher
plans to continue using the software.
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Future Research for CALL
The necessity for quantitative and qualitative studies inactual classroom settings is
important for analyzing theusefulness oflanguage learning software. The important
question to ask is ifthe software actually mcreases the student's ability to learn a second
language. Also what tasks oractivities seem to facilitate language learning. Do graphics
and sound actually enhance the student's performance orare drill and practice exercises just
as beneficial. What type ofactivities can be designed to be integrated into the classroom and
how can cultural aspects of the English speaking country be introduced to the student via
software? Prommciation was a main focusof a few of the programs evaluatedin this study
and as Krashen mentioned theremaybe a role forpronunciation for the language learner. But
just howmuch practice does thestudent need and how effective cansoftware be in teaching
pronunciation would be an interesting avenue for research. Also cana computer onlybe
used to teach a language instead of actual human instruction? Themain questionto ask is;
Can language learning software increase or assist students in acquiring a second language?
Future Uses of CALL
In order to make a prediction about the future ofusing computers for language learning
perhaps we should look at the new technology in the business and consumer sectors. The
idea ofdownloading books into a small hand-held screen, wireless connection to the Internet,
andvideoconferencing. The uses for these products all could have implications on the
language learner andwill effect thewayan instructor mayteach a class. Bush(1997) says
"technology will notreplace teachers, butteachers who use technology will replace teachers
who do not." (p. 311). Meskill (1999) presents the idea ofastudent learning from a digital
notebook the size of a regular notebook working ona class assignment that was downloaded
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in school and contains image and sotmd files. The fear of the computer replacing the
instructor is not a concern to researchers but the teachers must be able to recognize that the
computer has the power to improve the learning environment as long as what the student is
learning is applicable to whatworkis beingdone withthe computer. In this respect the
instructormust becomemore knowledgeable of software programsand also establish a role
as monitor and guide for computer assisted learning.
In conclusion, the increaseduse ofcomputers in language learning is evidentbut the
programs must be appropriate in content to the level and age ofthe student. The CD-ROMs
in this study all hadcomponents thatcould beused for ESLchildren in grades K-2. Taking
into account thenecessity for comprehensible input listening activities andvocabulary
building lessons are factors that should beconsidered strongly when reviewing software.
Teachers' roles will also change asmore computers are used and they must become more
informed and able to evaluate software with regards to theobjectives of theclass. Software
for young language learners should contain detailed manuals, varied and meaningful
activities to suit different leammg styles and have input that is authentic. Students should be
active participants in the learning process and be able to negotiate meaning from the
software. Because there is often alack offinancing technology in the public schools the cost
ofthe software plays an important role. Motivation and student record keeping are also
important components ofgood ESL software. Keeping the affective filter allows students to
be comfortable in their learning environment and record keeping allows the teacher to
monitor the progress ofthe student without constant supervision. Teachers should be able to
monitor their students' performance and progress and some form ofrecognition should be
given to the students for completing set tasks which in turn makes learning more enjoyable.
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Comprehensive user and teachermanuals are important in terms of informing the
teacher of the objectives of the software and how to best utilize the software in the classroom
alongwith supplemental worksheets anddetailed descriptions of activities. ESLinstructors
inCentral Iowa will hopefully have access to improved software designed specifically for
ESL students. Today they must becontent touse what is available to them and adapt the
resources to theclassroom. In thefuture computers may become theprimary means of
acquiring a language, especially as digitized video, speech recognition, and sound
technologies are improved.
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APPENDIX A. LIST OF CD-ROMs
Title and Manufacturer
The Magic Letter Factory
Educational Activities, Inc.
P.O. Box 87
Baldwin, NY 11510
Cost
The cost for the CD-ROM for Agency 11 schools is $10. Instructors have the opportunity to
preview the program before buying it.
Description of CD-ROM: Contents and Activities
Thisprograms allows children to explore letters, sounds, fomiation ofwords andhowto put
thewords together to form sentences. This adventure uses four different roomsand two elf-
like characters named Perri and Winkle.
1) The MorphingMill- Children can recite and sing along to the alphabet song and also
participate in identifying lettersof the alphabet. Students use a magic wand to select the
correct letter and if they choose the correctly the letter pops up and becomes an animation
representing that letter. For example "k"=^ king. If the student answers incorrectly one of
the characters says, "no try again." Skill areas: Listening and speaking
2) The Tree top Theater- Children can watch a video presentation of the song "Pocket full of
B's" sung by a clown. Skill area: listening
3) Build a Word Workshop- Students have the opportunity to make new words and upon
completion ofmaking a word there is an animated response. Skill area- Listening,
reading, and writing.
4) Silly Sentence Studio- Children combine words to make sentences and watch animations
illustrate the sentence they have made. The child must choose a noun and verb to
complete the sentence. For example: The ^ sines. The student has a choice between 8
nouns and8verbs. Skill areas: reading, listening, andwriting.
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Manual and Supplemental Material Description
Themanual contains supplemental worksheets to beused in theclassroom including cut-out
character stick puppets. It also includes capital and lower case cut-out letters, fill-in-the-
blankworksheets, and drawing letters. This program alsocontains 4 audio alphabet songs:
Pocket Full ofB's, Marching around the alphabet. Letter sounds A to M, and Letter sounds N
to Z. The lyricsare also provided in text version in themanual.
System Requirements
Macintosh
Macintosh LCIII or better
System 7 or higher
At least 8MB ofRAM
5MB ofhard drive disk space
CD-ROM drive double speed or faster
14" color monitor
Windows
486/33 MHz or better system
At least 8MB ofRAM
5MB ofhard drive disk space
CD-ROM drive double speed or faster
QuickTime for windows (provided)
8 bit (or better) sound card
Teacher Evaluation and Student Progress Report
Not available with this CD-ROM
Observation
I would suggest this activity beused with younger learners with some English ability. There
are a lot of verbal instructions and while there is a sequencing of activities there arenot
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enough activities to keep the student engaged for long periods oftime. Alot oftime is spent
navigating aroimd the activities with the characters and the program becomes impatient if
something is not chosen and an icon pops up in the middle ofthe screen asking the user if ~'
they want to quit the program or stay and play the games. Perri and Winkle also have very
high-pitched voices which may affect listening comprehension.
£SL Applications
This programmay be difficult for some early learners to navigate and may require more
instruction by the teacher. Tliere are very few vocabulary building exercises and the spoken
input provided by the characters is at avery high pitch and not representative ofnatural
spoken English. The interaction is low and due to the impatience ofthe computer it may
cause ahigher anxiety level in the student. One nice feature is the incorporation ofdigitized
video which offers a slightly different look at how language is used on the CD-ROM.
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Title and Manufacturer
Millie andBailey Preschool
Edmark Corporation
P.O. Box 97021
Redmond, WA 98073-9721
Cost
The cost for the CD-ROM for Agency 11 schools is $10. Instructors have the opportunity to
preview theprogram before buying it.
Description of CD-ROM: Contents and Activities
With this program children learn the fundamentals ofmath and reading. They explore
numbers, quantities, geometric shapes, sizes, problem solving, letter names and sounds, and
rhyming words. The child has the option ofchoosing from two different modes ofplay for
each activity. The "Explore and Discover Mode" requires divergent thinking while the
"Question and Answer Mode" uses convergent thinking. The main menu ofthe program
offers the child a choice ofeight activities.
1) Make-A-Stoiy. Children become authors and create their own story using interesting
characters. Children click on apicture on the screen to fill in the blank ofthe story
sentence and turn the page to continue their story. There are four pages and numerous
combinations ofcharacters and pictures. Skill areas-reading and listening.
2) Letter Machine. The student can use Alphabet or QWERTY keyboard setting to explore
and practice the sounds and names of the alphabet using animations to illustrate letters
and words. For example, by pressing the "v" key an animation ofvultures vacuuming
appears. Skill areas- listening, writing, and reading.
3) Kid Cards. Students can create their own greeting cards using avariety ofcards and
phrases, their own personal words can be added by using an alphabet chart at the bottom
ofthe page. Skill area- writing.
4) Build-A-Bug. TTiis activity lets students build bugs by practicing their numbers and
vocabulary ofbody parts. Skill area- listening.
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5) Number Machine. Acash register displays the numbers 1to 30 and by clicking on one of
thenumbers the drawer pops open and the appropriate number of animals count off. Skill
area-listening
6) Little, Middle, and Big. The student must match the correct pair shoes to the character.
The student learns the words "little" and "big". Skill area-listening
7) Read-A-Rhyme. Students choose words to complete a rhyme which is than verbalized
and ammated. Skill area-reading and listening
8) Mouse House. Students leam the names ofshapes by building structures. Skill area-
listening.
Manual
The manual is very extensive and provides very good information for the teacher. The
"Program Information" presents an overview ofthe eight different activity locations, Explore
and Discover Mode, Question and Answer Mode, Together time(activities students can do at
home or in the classroom), and options for setting the controls ofthe program. The manual
also suggests the best way to introduce Millie and Bailey to children along with reproducible
worksheets andactivities thatcanbeused with theCD-ROM.
System Requirements
Macintosh
System 7.0.1 or higher
At least 8MB ofRAM 2064k available
68040, 68030 (25MH2 or faster recommended) or Power PC
CD-ROM drive double speed orfaster
640x 480 resolution, 256ormore colors
Windows
Windows 3.1, Windows 95 or later
486/33 MHz or better system
At least 8MB ofRAM
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10MB of hard drivedisk space
CD-ROM drive double speed or faster
Windows-compatible sound card
Super VGAgraphics 640x480 resolution, 256 ormore colors
Teacher Evaluation andStudent Progress Report
Not available with this CD-ROM
Observation
This program contains alot ofactivities and variety which will engage the student for longer
periods oftime. It is also very interactive and allows the student to participate in every
activity, involving them in the leaming process. There are alot of listening activities and the
animations and graphics are very clear. The manual is also very detailed with good
worksheets and instructions for the teacher on how to use them. This is designed for K-2
graders and would require minimal time to famili^ze them with the program layout and
menu.
ESL Applications
Children can leam numbers, body parts, letters, and shapes. Awide variety ofactivities that
incorporate listening skills make this program one ofthe most beneficial for ESL students.
Students must be mvolved in each activity and must actively participate in order to complete
the tasks. The speech is very clear and is always associated with avisual cue. Icons are
consistent and easily recognizable.
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Title and Manufacturer
Chicka Chicka Boom Boom
Davidson and Associates- Simon and Schuster, Inc.
P.O. Box 296^
Torrance, CA 90509
Cost
The costfor theCD-ROM for Agency 11 schools is $10. Instructors have theopportunity to
previewthe program beforebuying it.
Description of CD-ROM: Contents and Activities
Theobjective for thisprogram is to leamletters and build early letter skills and is centered
around the book with the same title. The main characters of the activities are called the
"Multimedia Players" who are actual children approximately 8 years old. There are six
activities that students can participate inand each one isvery musically oriented.
1) Sing-Along lets children choose from three different songs introducing the alphabet.
Skill areas- listening.
2) Bang and Clang is an interesting activity in which the student can perform as one-person
band by choosing two instruments and playing along with the alphabet song. The
instruments can be played by using the space key and the return key.
3) Jump and Jingle allows the student to click on aletter and one ofthe Muhimedia players
comes on the screen and sings ashort jmgle using that letter. The student can also sing
their own jingle using the microphone. The option to switch from upper or lower case
letters is also available.
4) Read-Along uses the voice ofRay Charles to read the ABC book while children listen
and follow along. The student can choose what letter they would like to start with and
buy clicking ona letter they can here the sound ofthat letter.
5) Explore S'More is an interactive activity where students can click on a letter and one of
the multimedia players will recite asimple or alliterative sentence. For example, "v is for
volcano".
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6) Letter Line-up is a game inwhich the student must arrange letters in the correct order
Manual
Ateacher s guide is included wi& the manual and provides supplemental materials such as
letter cards, picture cards, Bingo, and aletter scramble game. It also includes aparental letter
in English and Spanish to introduce what the child will be doing in the classroom.
System Requirements
Macintosh
Motorola 68040 or Power PCcomputer
8 MB ofRAM
256 color graphics
14" monitor
Double speed CD-ROMdrive
System7.1 or higher
Microphone recommended
Windows
66 MHz 486 with mouse
8 MB RAM
256colorSVGA graphics
Windows 3.1 or Windows 95
Windows compatible sound card
Double-speed CD-ROM drive
Microphone recommended
Teacher Evaluation and Student Progress Report
Not available for this CD-ROMprogram.
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Observation
This programwas designed to be usedwithK-2 gradersandwouldbe beneficialfor children
who really enjoy music and making music. The directions are verbal and would require a
substantial time commitment to orientate the beginning English learner with the program.
The activities.are always the same vwth no variation.
£SL applications
ESL students who aremusically inclined may find this program very useful. Icons and
verbal instructions might bedifficult for early language leamers. Very little vocabulary is
introduced. The book is anice addition and could be used as apeer tutoring resource. It isa
nice way to introduce the child tothe alphabet because it isvery music oriented.
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Title and Manufacturer
A to Zap
Sunburst Communications Inc.
101 Castleton Street
Pleasantville, NY 10570
Cost
The cost for the CD-ROM for Agency 11 schools is $10. Instructors have the opportunity to
preview theprogram before buying it.
Bescription of CD-ROM: Contents and Activities
The objectives oftWs program are to recognize the letters ofthe alphabet using picture
references, understand that by combining letters words are formed, identify words, and
become comfortable with using acomputer. The program uses and activity for each letter of
the alphabet. For example by pressing the letter "g" ablack hole appears and the letters
disappear illustrating the word "gone". "H" is hammer and the student spells words one
letter at atime by using ahammer to select aletter. On the main menu page is ascreen ofthe
letters ofthe alphabet and as the mouse is scrolled across each letter the student is able to
hear the letter being said. The skill areas covered in this program are listening, and writing
Manual
The contents ofthe manual include the follovwng; Introduction, Getting started. UsingAto
Zap. Using the software. Classroom tips. Integrating Software in the curriculum. Activities,
Blacklme masters. Take home certificate. Letter to Parents, Trouble shooting.
SystemRequirements
Macintosh
System 7.0or higher
68040 CPU
13" color monitor
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640x 480 resolution, 256 or more colors
Windows
Windows 3.1 or higher
486 CPU
At least 8MB ofRAM
CD_ROM drive and sound card
VGA graphics (256)coIor, SVGA graphics and double-speed CD-ROM drive recommended
TeacherEvaluationand StudentProgress Report
Not available with this CD-ROM
Observation
The manual offers atip for ESL students saying this program "helps relate the English
alphabet to aseries ofwords and ideas. The activities are flm but require no real practice of
letter recognition and they rarely require any active participation or practice. Moving the
mouse to change the activities functions is all that the students needs to do. This program
may be useful for young begmmng English leamers for sound and letter recognition and
would require mimmal instruction by the teacher in order to get the student started.
ESL applications
This program does mention that it can be used with ESL leamers but does not go into further
details by explaimng how best to use the program and at what level it is appropriate for.
Very little interaction is required and very little input is present. This program is not strongly
recommended for ESL students although it may help astudent become familiar with a
computer keyboard.
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Title and Manufacturer
First Phonics
Sunburst Communications Inc.
101 Castleton Street
Pleasantville, NY 10570
Cost
The cost for the CD-ROM for Agency 11 schools is $10. Instructors have the opportunity to
preview^ the program before buying it.
Description of CD-ROM: Contents and Activities
The goal of this program is to teach letter-sound correspondence, build vocabulary, and
develop phonemic awareness. It uses four activities to familiarize students with sounds and
words. The letters are introduced in the following order; t, s, r, p, m, c, I, f, b, e, v, j, w, a, d,
g, o, h, n, 1,u, and z.
1) Game 1 is a matching exercise in which the student must match a letter (sound) to the
appropriate word, for example, injured-I. Oncethe activityis completeda picture is
revealed. Skill area-listening and reading.
2) Mailman Game. The student must deliver mail that is a word to the correct house with
the corresponding sound. For example themailmanmay have to deliver the words snake
andsun to thehouse with the "S". If the mail is delivered to the wrong house a dog will
bark and the mail can not bedelivered. The student can repeat the word by clicking on
the repeat icon. Skill area-listening andreading.
3) Circus game. The student must place the correct labeled trampoline under a falling
animal that beginning letter corresponds to the letter on the trampoline. If the wrong
trampoline isused the animal will break it, orifno trampoline is chosen the animal falls
to the ground ina cloud ofdust. Skill area- reading and listening.
4) The Jungle game- Ammals are hiding in the jungle and the objective is for the student to
listen to the ammals name and click on it in the picture. "Can you find the elephant?"
"What is the first letter ofthe word elephant?" Skill areas-listening and reading.
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Manual
Themanual is somewhat shortbut includes supplemental worksheets and activities which the
student can do. A board game is also included with the manual and can be used for extra
practice of thesounds. There are also certificates that can beprinted for each letter and given
to the child.
System Requirements
Macintosh
8MB RAM
1 MB free hard drive
System 7.x with 040 processor
CD-ROM drive (doublespeed or faster)
640x480 monitor
Mouse
Windows
PC with 8 MB ofRAM
1 MB free on hard drive
486
66 MHz
Windows 3.1 or Windows 95
Sound card
CD-ROM drive double speedor faster
640x480 SVGA color monitor
Mouse
Teacher Evaluation and Student Progress Report
Once accuracy ofaletter has reached 80% it is considered "leamed". The teacher can view
usage ofeach student which will show the dates and amount of time spent on the computer.
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By viewing the progress ofthe student the teacher can see if a letter has been learned or
unlearned by that student.
Observation
This program progresses rather slowly and has a lot ofinteractive activities the student can
participate in. The teacher isable to view the progress ofeach student that is saved on the
hard drive and labeled in a folder with that student's name. Aletter is termed either
"learned" or 'Hmleamed". The program is very thorough in presenting the letters and sounds
and although the graphics are not as clear ,as some programs the sound quality was good.
This program would be suitable for students up to grade and would require afew hours to
familiarize the student with icons and game pages. The certificates ofaccomplishment are
also a nice touch andmay help tomotivate the student.
ESL applications
This program contains very little vocabulary leaming activities but there is alarge quantity of
activities may engage the student for alonger period oftime. Abeginning student may have
trouble with navigation because icons are not representative of activities. There is student
progress report so the teacher can check progress without constant supervision. Alot oforal
mput along with the activities make this program more viable in the ESL classroom.
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Title and Manufacturer
Letter Sounds
Sunburst Communications Inc.
101 Castleton Street
Pleasantville, NY 10570
Cost
The cost for the CD-ROM for Agency 11 schools is $10. Instructors have the opportunity to
preview theprogram before buying it.
Description of CD-ROM: Contents and Activities
The objectives ofthis program are for children to leam sounds and the letters that represent
them. The letters can be used together to form words which in turn form sentences. The
focus IS on the structure ofthe language; sounds>letters>words>sentences. The student has
his or her own Journal, Word Bank, Word Building Tool, and Word Study Notebook. There
are five activities in which the student can leam the objectives of this program. There is a
short movie that introduces each activity and can be viewed at any time. By clicking the
mouse the movie will terminate and the student can begin the selected activity.
1) Sound sorting. The student sorts words based on consonant sounds they have in
common. The student can repeat the sound by clicking on the letter or word. Skill areas-
, readingand listening.
2) Word families. The student blends various beginning sounds with common endings to
create words, (it, uck, ock, en, et, op, ip, ack, ed, in, ut, ill, ob, ag, ell, id, un, ick, ad, ug,
ap, pt, an, at, ig). Once the student has made aword they can transfer it to their word
bank. Skill areas- reading and listening.
3) Word Scramble. The student builds words by sequencing sets of letters to matrb selected
pictures. Once the student has buih aword it can be transferred into their word bank.
Skill areas- listening and reading.
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4) Tongue Twisters. The student composes alliterative tongue twisters using palettes of
pictures or words. The student can save the tongue twisters in their journal. Skill areas-
reading and listening.
5) Jump Rope Jmgles- The student creates jingles based on matching initial letter sounds.
After making aunique jingle the student can listen to theu* jingle and sing along. Skill
areas- reading, listening, and speaking.
Manual
The manual is fairly thorough and contains supplemental activities such as picture cards,
lettercards, andphonogram cards.
System Requirements
Macintosh
Macintosh LCIII or higher (25 MHz 68030 processor or better)
8 MB installed RAM
System 7.1 or higher
13" color monitor 256 colors
CD-ROM drive double speed
10 MB free hard disk space
Microphone (built-in or external)
Windows
100% IBM PC-Compatible computer with 486/DX2-66 MHz processor or better
8 MB installedRAM
Windows 3.1 or Windows 95
256-color SVGA compatible video card and monitor
CD-ROM drive double speed
10 MB free hard disk space
Microphone (built in or external)
Sound Blaster card or equivalent
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Mouse
Teacher Evaluation and Student Progress Report
The instructor can create aclass list. For each student signed in, awork file iscreated and
their work and progress is saved into that file. The teacher can view the student's journal,
word banks, and word study notebooks. The instructor can also customize the activities to
focus on specific sounds.
Observation
This program has alot of activities and the student can listen to many sounds and words and
keep their own language journal. Some ofthe activities would be alittle difficuh for a
student with no knowledge ofEnglish, especially Word Families. A1or 2"^^ grader with
the knowledge ofthe ABC's would be best suited for this program and it would also require
quite abit ofassistance to familiarize the student with the program. The use ofamicrophone
and recording the student's voice would be very beneficial for the student and the teacher. In
the Jump Rope Jmgles activity the created jingles are spoken in avery computer driven voice
and soundvery unnatural.
ESL applications
This program contains large quantities ofspoken English along with the possibility of
actually having the student use the microphone. This would be better suited for more
advanced students who are more confident to speak and practice using the language they
know.
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Title and Manufacturer
Phonics Alive
Forest Technologies
514 Market Loop Suite 103
West Dundee, Illinois 60118
Cost
The cost for the CD-ROM for Agency 11 schools is $10. Instructors have the opportunity to
preview the program before buying it.
Description of CD-ROM: Contents andActivities
There are five modules and eachmodule introduces asound cluster. Module 1introduces e,
f, g, b, m, and t. Module 2introduces a, r, c, p, n, and s. Module 3introduces o, d, k, 1, h,
andw. Module 4introduces/, 2, qu,y, and V. Module 5introduces the sound «u». The
activities require that the student match the sound with apicture by using the mouse. The
entire exercise must be completed in order to continue to the next module. The modules
focus on listening and writing.
Manual
The manual is three pages and contains no supplemental material.
System Requirements
Does not include system requirements but does mention it will run on both Macintosh and
Windows(3.1 and Windows 95)
Teacher Evaluation and Student Progress Report
The results of the student's progress are recorded in afolder with the student's name and
saved onto the desktop. Asample ofwhat ateacher may see in afolder is as follows:
Phonics Alive!
Jim 2/4/00 10:15 AM (finished)
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Module la 12minutes taken to complete
Press F on keyboard from soimd - 2 mistakes
1A. Match tie to t - 2 mistakes
Observation
The student must start at the beginning and complete the entire activity to advance to the next
level. The modules are very methodical and time intensive. The sound can only be said once
and can not berepeated for verification. If the instructions are being said and the mouse is
clicked another voice will overlap the instructions and itis similar to two people talking at
the same time. The student progress report is the most thorough ofany that I viewed gives
detailed mformation. The target student would be in grade and would require about 1-
2 hours ofassistance to become familiar with the program.
ESL application
This CD-ROM is very methodical and offers very little flexibility. Would be abeneficial
program for an instructor who uses phonics to teach letters. The progress report is thorough
although constant guidance may be necessary for beginning students. Very little vocabulary
present although there is asufficient spoken input along with each activity.
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Title and Manufacturer
Bailey's Bookhouse
Edmark Corporation
P.O. Box 97021
Redmond, WA 98073-9721
Cost
The cost for theCD-ROM forAgency 11 schools is $10. Instructors have theopportunity to
preview the program before buying it.
Description of CD-ROM: Contents and Activities
There are seven activities for students to explore and use language. Most ofthe activities
offer the choice ofan "Explore" or "Question"mode.
1) Edmo and Houdini are amagician and dog who teach students the prepositions ofin, out
of, over, under, on, off, and behind. Skill are^- listening, and reading.
2) The Letter Machine introduces students to upper and lower case letters. They can see the
letters andhearthe sounds. Skill area- listening.
3) Make aStory lets students create stories using the characters ofthe program. Students
can see the sentences they create and also listen to the sentences being read while
illustrated by animation. Skill areas- reading and listening.
4) My Friend lets students use and ieam adjectives to customize one of the program's,
characters. Skill areas- reading and listening.
5) Three Letter Carnival allows students to spell and sound out three letter words and group
objects by names that rhyme or begin with the same letter. Skill areas- writing, reading,
and listening.
6) Read-A-Rhyme creates avariety ofrhymes that are animated. Skill areas- reading and
listening.
7) Kid Cards uses pictures and phrases to make greeting cards for different occasions.
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Manual
The manual includes a detailed description of the contents and activities. It also includes
supplemental materials such as cutout finger puppets, matching exercise worksheets,
alphabet cards and pictures, story making originals, and many more activities.
System Requirements
Macintosh
Color Macintosh (256 colors)
4 MB RAM (8MB recommended)
CD-ROM drive (double speed or faster)
System 7.0.1 or higher
13" or larger monitor
Optional equipment- printer and Touch Window
Windows
Windows 3.1 (enhanced mode), Windows 95 or later
4 MB RAM required (8MB recorrunended)
CD-ROMdrive (doublespeed or faster)
386DX/33 MHz required (486/33 MHz or betterrecommended)
Super VGA, 640x480 (256 colors)
Hard disk with 2 MB free
Mouse
Windows-compatible soundoutputdevice
Optional-Windowscompatible printerandTouchWindow
TeacherEvaluationand StudentProgress Report
Not available for this CD-ROM program.
Observation
This CD-ROM isvery similar toMillie and Bailey's Preschool with some of the same
activities. It provides numerous interactive lessons and is a little more advanced because it
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introduces adjectives andprepositions. It contains activities forvarious English abilities and
would require some assistance bythe teacher in order to familiarize thestudent withthe
icons and menu. I would recommend this programfor K-2 gradealthough someof the
activities may be better suited for an older child.
ESL applications
Refer to Millie and Bailey's Preschool
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Title and Manufacturer
Dr. Seuss's ABC
Br0derbund
P.O. Box 6125
Novato, California 94948-6125
Cost
The cost for the CD-ROM for Agency 11 schools is $10. Instructors have the opportunity to
preview the program before buying it.
Description of CD-ROM: Contents and Activities
The main activity of this program is to read the book titled The Adventurous Zed. The
student can begin on ^y letter and listen andread along as Zed goes througheach letter of
the alphabet. By clicking on objectson the page a word or phrase using the target letter
appears and provides a silly animation. The objectives of the program are to buildmouse-
handling skills and. oral language and storytelling skills. The teacher has theoption of
letting the student readtheanimated book byhim orherselfor reading it to the student. The
program also includes a demoof a varietyof popularchildren's books. Each demo is one
pageandthe student canclick onobjects in thatpage to see interesting animations.
The ABC song is also included and students can click on an individual letter to here the
letter's name.
Manual
The manual is fairly detailed and offers a scope ofactivities, materials for each lesson,
classroom setup, and online access. Acurriculum matrix suggests the grade level and
cumculum area covered for each activity. There are also supplemental worksheets to
accompany the activity.
System Requirements
Notincluded inmanual. I viewed the program onaMacintosh.
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Teacher Evaluation and Student Progress Report
Not available for this CD-ROM program.
Observation
This CD-ROM is very short with the main activity being the book, the majority of the lesson
is centered around the supplemental material and worksheets. It would be a great tool to
introduce the student to Dr. Seuss and other popular children's books. The directions are all
verbal and written so some students may need more assistance in using the program. This
program would besuited for K-1^^ graders and perhaps 2"^ grade students.
ESL applications
A lot of listening is present in the reading of the book but some of the phrases spoken are
difficult and may not be understood by a beginning ESL student. One important factor of
this program is that it introduces the student to Dr. Seuss and the cultural icon of children's
literature. Another program in which a peer tutor may be implemented.
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Title and Manufacturer
Farm Buddies
William K. Bradford Publishing Co.
P.O. Box 1355
Concord, MA 01742
Cost
The cost for the CD-ROM for Agency 11 schools is $10. Instructors have the opportunity to
preview the program before buying it.
Description of CD-ROM: Contents and Activities
This program can be used in English or Spanish language mode and it states that the
cognitive skills addressed are critical thinking, planning, problem solving, visual and
auditory learning, left-right orientation, ordination, differentiation, and sequencing. There
are five activities and five Toybox games.
1) Select-o-matic. The student must match the head, body, and tail to build an animal. Skill
area- listening.
2) Puzzle. There are 18jigsawpuzzles, when completed a songor rhyme is played. Skill
area- listening.
3) Whichis different? The student has to pickonepicture out of the fourthat does not
belong in the group.
4) Alphasounds. The student must choose the initial letter to go along with thepicture.
5) Rebus a story. Make stories by choosing words to fill inthe blank. Skill area-listening
and reading.
Manual
The manual is quite detailed with follow-up activities for the students pertaining to what was
learned. It also includes reference materials and worksheets.
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System Requirements
Macintosh
Double-speed CD-ROM drive
4 MB free RAM
System 6.07 or later
QuickTime 2.0
256 color and a 13" or larger monitor
Teacher Evaluation and Student Progress Report
Not available for this CD-ROM program.
Observations
An interesting package to learnvocabulary of animals and can alsobe switched to Spanish.
There are a lot of verbal instructions thatmayconfuse beginning students and the stop icon
willautomatically take the usertomanufacturer information andquits the game. There are a
lot of activities for students and also goodgraphics and soimds.
ESL applications
Very good for learning vocabularyj would be ideal forSpanish speaking students learning
English orina bi-lingual classroom. Afew problems with navigation may require some
additional assistance. Large quantities of oral input and numerous activities make this an
attractive program for ESL students.
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Title and Manufacturer
Let's Go Read: An IslandAdventure
Edmark
P.O. Box 97021
Redmond, WA 98073-9721
Cost
The cost for the CD-ROM for Agency 11 schools is $10. Instructors have the opportunity to
preview the program before buying it.
Description ofCD-ROM: Contents and Activities
The program explores the following areas of langixage building; letter names, upper and
lower case letters, letter sounds, phonics, lettersoundsin words, word families, sight words,
word building, spelling vocabulary, sentence building, and stories to read. The main menu
looks like the cockpitof an airplane andstudents canalsouse themicrophone for input.
Theymust speak slowly and clearlyand the computer can respond. The main skill areas are
listening, reading, and speaking. There are four main locations in which the student can
explore the lettersor sounds; the beach, Vowel Village, thejungle,and the farm. There are
several activities for eachletterof thealphabet. The format of theprogram focuses on letter
sounds, sight words, word building, sentence building, and finally reading books. As the
student completes a letter or book it is added to their letter chart or bookshelf to mark their
progress.
Manual
The manual is very detailed and contains program information, classroom activities and
worksheets, and also a section ontroubleshooting.
System Requirements
Macintosh
System 7.0.1 or higher
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68040, 68030 (25 MHz or faster recommended), or Power PC
Hard disk
6 MB memory (RAM) unused, 7 MB Power PC
13" or larger monitor, 256 or more colors
Double-speed (2X) or faster CD-ROM drive
For speech recognition (optional) you will also need
Power PC
Hard disk with 11 MB free
12 MB memory (RAM) unused
High Quality Microphone
Optional equipment
Macintosh-compatible printer
Edmark Touch Window
Windows
Windows 3.1 Windows 95 or later
486/66 MHz, Pentium or better
Hard disk with 6 MB free
8 MB memory (RAM) 16 MB recommended
Super VGA graphics 640x480, 256 or more colors
Double-speed (2X) or faster CD-ROM drive
Windows-compatible sotmd card
For speech recognition (optional) you will also need
Windows 95 or later
90 MHz Pentium or faster
Hard disk with 21 MB free
16 MB memory (RAM)
16bit sotmd cardwithhighquality microphone input
high quality microphone
Optional
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Windows-compatible printer
Edmark Touch Window
Teacher Evaluation and Student Progress Report
As a student fmished a letter or book it is added to his letter chart or bookshelf.
Observation
This is probably the most extensive program in terms of activities andcontent. The student
must follow a certain progression in orderto move to the next level although the teacher can
set the options so the studentcan advance by clicking on an arrowbefore finishing the
section. The instructions are very verbal so someadditional assistance wouldbe requiredby
the instructor. Since there are sections from letter soimds and story building I would suggest
this program could be adapted to use with K-3'^ grade. ESL instructors may find the
sequence and phonics component very helpful in introducing students to the English
language. It is a very interactive program.
ESL applications
With so many activities this program should be adaptable to the K-2 grade classroom. A lot
of listening comprehension and the characters even say the student's name. Numerous
vocabulary building skills and progressing all the way to sentence building. A good variety
ofactivities keep interaction high and monitors the student's progress.
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Title and Manufacturer
How Many Bugs in a Box
Modem Curriculum Press
An Imprint ofModem Ctmiculum
A Division of Simon and Schuster
299 Jefferson Road
P.O. Box 480
Parsippany, Nev^^ Jersey 07054-0480
Cost
Thecost for the CD-ROM forAgency 11 schools is $10. Instmctors have the opportunity to
preview the program before buying it.
Description ofCD-ROM: Contents and Activities
This program isbased onthebook with the same title. There are 8 interactive games
involving bugs andnumbers and is very visually and aurally oriented. There arethree skill
levels the student can choose from; easy, hard, andharder.
1) Numbqrs 123 focuses on number recognition, counting skills, and number matching. By
clicking ona number atthe bottom ofthe screen abox opens and thebugs inthebox
count offthat riumber. By selecting aharder level the student must count Ae bugs inthe
box and select the corresponding number.
2) Ferris Wheel focuses on number recognition, counting skills, and number matching. The
student must fill up the Ferris wheel seat with the correct number ofbugs. Iftoo many
bugs are put in the seat they will be kicked out, ifthere are not enough bugs the operator
will tell the student thatmore bugs areneeded.
3) HowMany focuses on counting skills and visual discrimination. Using the keyboard the
student must type in the corresponding number to match howmany bugs are in the
picture.
4) Color by Number focuses on number recognition, number matching, listening skills, and
hand-eye coordination."" Each section ofthe picture has anumber and by clicking on the
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color that corresponds to the number the student can fill in the picture. There is a variety
of bugs to color and students can here the numbers and colors being spoken as they color
in the picture.
5) Count the Bugs focuses on number recognition, counting skills^ sequencing, greater and
less than, and listening skills. The studentmust drop the correctnumberofbugs into the
box. When the student is correct they will hear applause, when there are not enoughbugs
in the box they will hear a voice saying, "put seven bugs in the box".
6) Catch-a-Bug focuses on number recognition, counting skills, visual discrimination,
charting, listening skills, hand-eye coordination. Bugs have escaped the glass aquarium
and students must capture the correctbug andthecorrect number of bugsusing the
mouse and dragging. If a bug doesnot belong in the aquarium once it is put in it will fly
out.
7) Bugson a Tablefocuses on counting skills, visual discrimination, charting, chartreading,
andsorting. The student mustenterthenumber of bug parts corresponding to thebugon
the screen. They must usethekeyboard to enter in thenumber, if correct they hear"cool
counting" if incorrect they hear "try again".
8) Go Buggy focuses onnumber recognition, sequencing, and number matching. As the
student hears a number theymusthighlight thenumber ona game board-like screen
which eventually leads the bug home.
The Juice Baris a place where all thebugs gather and ^e student can scroll around theroom
and click on bugs to see them perform interesting animations. By clicking on the jukebox the
student can listen to eight different songs with lyrics provided so thestudent can follow
along.
The program also includes the interactive book where children can listen and read along with
the book.
Manual
The manual is not very detailed but includes ateacher's guide with suggestions ofuse,
activities for the classroom andsupplemental worksheets.
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System Requirements
Macintosh
Macintosh LC-III, Performa or better
5 MB ofRAM or more
2.5 MB free hard disk space
13" color monitor w 256 colors
Double-speed CD-ROM drive
System 7.0 or later
Windows
486/25 MHz processor
4 MB free hard disk space
Color monitor with 256 colors and 640x480 resolution
Double-speed CD-ROM drive
Sound Blaster or compatible sound card
Microsoft Windows 3.1 or later
Teacher Evaluatioii and Student Progress Report
Not available for this CD-ROMprogram
Observation
This program is verythorough withnumbers and is veryinteractive withdifferent skill
levels. Children canwork ontheirnumbers from 1-30. The bugs are colorful andunusual
and the graphics and sound are ofgood quality. This program is very verbal so may require
quitea bit of assistance for beginning ESLstudents and should be considered for K-2"^ and
possibly grade students.
ESL applications
Very good program for teaching number vocabulary. Also uses art to promote learning. A
lot ofverbal instructions may cause problems for beginning learners. This is also avery
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good program to use with a peer tutor since it includes an interactive book. Interaction is
high with each activity and sound quality is good.
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Title and Manufacturer
Read Write and Type
The Learning Company
One Athenaeum St.
Cambridge, MA 02142
Cost
The cost for the CD-ROM for Agency 11 schools is $10. Instructors have the opportunity to
preview the program before buying it.
Description of CD-ROM: Contents and Activities
The objectives of this programare to use phonics, soundout words, sequenceof finger
strokes, putting sounds togetherto formwords, and touch-type fluently. There are 10 steps
in learning this program and4 newsounds or letters are introduced for each level. In step
one calledDowntown Sounds the student begins to leamthe sounds of the letters. They then
progress to typing the corresponding letter on the keyboard in order to become familiar with
key location. There are activities focusing onwriting bytyping. E-mail Tower is a simple
wordprocessor for children to create their ownwriting. E-mail Exchange is an e-mail
simulation in which the childsends an e-mail to a country and in turn a childfrom that
countryreplies with an e-mail. There are 84stories at 3 levels of difficulty. The lettersare
authentic letters written by children from all over the world. Power Fountain is anactivity
that offers practice with phonics and keyboarding todevelop speed and accuracy with words,
phrases, and sentences. Each letter on the keyboard isrepresented with apicture. For
example "j" is Jack. This program focuses on listening^ reading, and writing skills.
Manual
The manual contains auser guide explaining each section ofthe program along with
technical tips. The teacher's guide includes studentactivities and blacklinemasters.
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System Requirements
Macintosh
68030/25 MHz or better
4MB (RAM)
Hard disk with 2 MB free disk space
Double-speed or higher CD-ROM
13" or larger 256 color monitor and 8 bit display card
System 7.0.1 or higher
Mouse
Windows
IBM PC and compatibles- 486 or better
4MB RAM
4 MB ofvirtual memory
Hard disk with 1.4 MB free disk space
Double-speed or higher CD-ROM drive
256 color SVGA
DOS 5.0 or higher
Windows 3.1 or higher
Windows-compatible sound card
Mouse
Teacher Evaluation and Student Progress Report
Students must log in and canretumed to theirsaved game. TheBonus Blimp keeps track of
student's progress andlets them return to earlier lessons for extra practice. After completing
each level the child receives a certificate of achievement.
Observation
Thisprogram is very thorough and covers a variety of skill areas and lets students become
familiar with thecomputer keyboard and sounds used in the English language. There are a
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lot of verbal cues that may interfere with leaming but uses authentic language. For example:
"spooking the storytellers", I can*t stand stories", *this guy is crashing the whole story
teller's stories", "it's time to boot up our brain cells", "gotcha partner", "way cool". This
program would be useful for a little older student who has some knowledge ofEnglish and
familiarity with the computer program.
£SL applications
This program is a bit complicated and contains language which would difficult to imderstand
for a beginning language learner. A secondor third graderwith some English abilitymay
find this program useful because it introduces him/her to typing on a keyboard. The
languageused during the activities if very natural and authentic. Not a lot of vocabulary
building activities but a simulation e-mail activity is a nice addition. Students can pretend to
interactwith students from all overtheworld andreceive replye-mails. This program
contains numerous listening, writing, and reading activities.
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Title and Manufacturer
Travel the World with Timmy
Edmark
P.O. Box 97021
Redmond, WA 98073-9721
Cost
The cost for the CD-ROMfor Agency 11 schools is $10. Instructors have the opportunity to
preview the program before buying it.
Description of CD-ROM: Contents and Activities
This programconcentrates on introducing the studentto the languagesof Japanese, Swahili,
and Spanish. As the student travels to each country represented they have the opportunity to
participate in a variety of activities.
1) Build-a-village introduces nmnbers and vocabulary to the students as they use the mouse
to add objects to the village. As they click on an object and number they here the
corresponding language.
2) Make a Story lets the students create their own story and then hear their story being read.
The student also has the option to hear their story read in English.
3) Games-the student can participate in a children's game common to the country. In
Argentina they can play "Lotto" in which they have to match pictures and compete
against one of the characters ofprogram.
4) Sing a Song introduces the students to a song in which they can read and smg along with
Timmy and his friends.
5) Arts and Crafts lets students create art that is uniqueto the country.
There is also Timmy's Dictionary in which students can access and see and hear the word in
Swahili, Japanese, Spanish, and English.
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Manual
This program comes witha very detailed user's manual butthere isnoteacher's guide or
supplementary materials.
System Requirements
Macintosh
•System 7.0.1 or higher
68040 or PC
8MB memory (RAM) 16MB for Power PC
13" monitor or larger
640x480,256 or more colors
Double-speed (2x) or faster CD-ROM drive
Windows
Windows 3.1, Windows 95/98
486, Pentium or better
66 MHz or faster
Hard disk v^dth 10 MB free
8 MB memory (RAM)
Super VGA graphics, 640x480,256 or more colors
Double-speed (2x) or faster CD-ROM drive
Windows-compatible sound card
Teacher Evaluation and Student Progress Report
Studentsmust login but their progress is not saved. Teachers can only view user's name.
Observation
This CD-ROMwould be a good introduction to the three languages for a student. Each
language introduces the students to general vocabulary such as boy, girl, dog, cat,etc. The
activities in eachcountry are limited and in thegames there are noverbal cues. Thestory
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building activity lets students switch to English and listen to the story be told in English.
Tliis may be helpful for students who speak one of the three languages. The graphics are
very good and aural component is very clear.
ESL applications
Not highly recommended for use with ESL students due to the fact that very little of program
is in English. May have potential use in bi-lingual classrooms.
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Title and Manufacturer
Kindergarten Interactive Learning Center
Edmark
P.O. Box 97021
Redmond, WA 98073-9721
Cost
The cost for the CD-ROM for Agency 11 public schools is $10. Instructors have the
opportunity to preview the program before buying it.
Description of CD-ROM: contents and activities
The features of the CD-ROM
1) Dot-to-dot puzzles, connect ABCD or numbers.
2) Drawing and paintingprograms-a student cansaveup to 15drawings.
3) Riddles(knock knock jokes)
4) Wacky frog
5) Movies-"Capers in Color" introduces color words and colors
-"Shapes Magic" uses amagician whoproduces different shapes.
-"Counting Zoo Animals" counts different animals at the zoo.
Manual
The program includes five workbooks that supplement theCD-ROM:
1) Alphabet K-1 contains illustrations and extra space for practice ofuppercase and
lowercase letters
2) Reading Readiness K-1 Book 1deals with size relationships, shapes, rhyming words, and
time sequence.
3) Reading Readiness K-1 Book 2 focuses on beginning and ending sounds, classifying
objects, positionwords, and alphabetical order.
4) Nimibers 1-12
5) Transition Math K-1 review ofthe numbers from 1-20 and includes shapes, time, and
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counting money.
Also included with the workbooks are card sets of the numbers 1-100, sight word flash cards,
and animal cards.
The introductionpage is very animated with animalspoppingout ofdoors,windows,
pockets, and zippers. There is a "quit" button at the bottomof the page and further
instructions are available from a string which hangs on the left of the page and when it is
clicked it gives audio instructions.
1)The dot-to-dot activities: students connecteither numbers 1-18 or letters and as the student
progressesand choosesthe correctsequence a voicewill say each letter or number, but only
once. There are 10 pictures that have eight versions ofnumber and letter sequence and upon
completion ofthe exercise the picture fills in with color and uses sotinds to complement the
picture. Skill areas- listening
2) Drawing and Painting; For this activity the student can click on the graphic depicting
drawing or painting. The drawing page is easy to navigate by controlling the mouse and has
sound effects in relation to what tool the child decides to draw with. The student can choose
between a pencil, crayon, or paint and in order to erase the pallete, the student need only to
click on the icon of the Window cleaning bottle and rag.
The painting activity has existing pictures of animals and numbers. For example, the number
2 has two clowns that the student can color in. The student moves the paint brush to select a
color from the side ofthe page and then clicks on the area of the picture they would like to
paint, the area fills in with that color and the student can continue using that color or choose a
different color. Skill area- number recognition
3) Riddles : By clicking on the riddle icon on the main page the student will hear a knock
knock joke. Skill area- listening
4)Wacky Frog-By clicking on the iconon themainpage it makes a frogjump acrossthe
screen and land in various locations.
5)Movies - "Capers in Color" presents the colors in spoken and visual context, very
interesting graphics and music togoalong with thevideo. The colors represented are; white,
black, blue, red, orange, brown, yellow, purple, and green.
"Counting Zoo" Uses children to count real video footage of animals at the zoo.There is also
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added dialogue besides just presenting the numbers and animals. For example, "eating hay",
"playing", and "two lions sitting down to rest".
"Shapes Magic" is a video of a magician who produces shapes using a magic wand and says
the name of each shape as it appears. In order to repeat the name ofthe shape the student
must start the video from the beginning. Skill area- listening
System Requirements
Windows
Operating System- Windows 3.1 or Windows 95
CPU Type and speed-486
Hard drive space-lOmb
Memory-8mb
Graphics-640x480x256
CD-ROM speed- 2x
Audio-8 bit
Other req.-QuickTime 2.1.1 include
Macintosh
Operating System-System 7
CPU Type and speed-680 40
Hard drive space-4 MB
Memory-8mb
Graphics-640x480x256
CD-ROM speed-2x
Audio- 8 bit
Other req.-QuickTime 2.1 included
TeacherEvaluationand StudentProgress Report
Not available with this CD-ROM.
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Observation
A very detailed package with good instructions and user manual. Edmark seems to be the
most complete of all software observed. The activities address many learning styles and
would be oriented towards a beginning younger second language learner. There is also a
second CD-ROM that is similar to this one but a little more advanced. It uses the same
characters and the same format. A very good program for learning the letters and sounds.
Has a lot of activities to keep children engaged and interested.
ESL applications
A program full of listening activities and interactivegames. Many learning styles are
addressed and may make this program suitable for more students. This software also
containsdigitized shortmovies where students learncolors, animals, and shops. Verygoodat
introducing vocabulary. Also contains a dot-to-dotactivity so students can learn numbers.
All activities are accompanied by sound.
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APPENDIX B. MAIL SURVEY
The following questionnaire is about the CD-ROM titled
I am doing a research project for my thesis at Iowa StateUniversityin order to find out the
optimal qualities of a computer program for students studying theEnglish language. Your
knowledge and inputis veryimportant to this study and I would appreciate it immensely if
youwouldanswerthe following questions andplease feel free to add any additional
comments at the endof the questionnaire. I have provided a self-addressed stamped
envelope for the returnof the finished questionnaire. Thankyou.
1) Do you use this CD-ROM with ESL students? YES NO
2) Ifyou answered YES toquestion 1, what grade level are the ESL students?(circle all that apply)
K123456 789
3) Ifyouanswered NOto question I what grade level are thestudents who use theCD-ROM?
(Circle all that apply) K123456 789
4) What level do you think this CD-ROM should beused in?(circle allthat apply)
Pre-K K1 23456789
5)Whatis the estimated language ability of your students who usethis CD-ROM?
(circle all that apply)
Low Beginner-has very little knowledge ofEnglish
MidBeginner-knows ABCs and some sight words
High Beginner-can writealphabet andsome words
Intermediate- knows words and reads easy phrases or sentences
High-almost same ability asnative English speaking classmates.
6) How much teacher instruction was necessary for the student to become self-sufficient with the
CD-ROM?
Estimated time- (Please cu-cle one)
15 minutes 30 minutes 45 minutes 1hour Ihour30 minutes 2 hours More than 2
hours
7) How do the students use this program?
Individually Ingroups oftwo ormore individually with instructors assistance
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8) What do you like best about this CD-ROM(circle all that apply)
Students enjoy activities
Teacher's Manual
Variety of activities
Supplemental activities/worksheets
Student progress can be saved and viewed
Interactive activities(students must participate in activities)
Sound quality
Other
User's Manual
Graphics
Skill areas covered
Cost
Can record students using microphone
9) What do like least about this CD-ROM? Circleall that apply
Activities
Teacher's Manual
Variety of activities
Lack of supplemental activities/worksheets
Poor or no student evaluation by teacher
Lack of interactive activities(students do not participate in activities)
Other
User's Manual
Graphics
Skill areas covered
Cost
No microphone
9) Please feel free to write anyadditional comments youhaveaboutthis CD-ROM.
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APPENDIX C. FIVE PRINCIPLES
1) Acquisition-Learning Hypothesis: "classroom time is spent on activities which foster
acquisition; learning exercises are important in certain cases, but always play a more
peripheral role."
2) The Natural Order Hypothesis: allows students* errors to occur without undue emphasis
on error correction.
3) The Monitor Hypothesis: "The Natural Approach encourages appropriate and optimal
monitor use. Students are expected to use the conscious grammar when they have time,
when the focus is on form, and when they know the rule."
4) The InputHypothesis. "The classroom is the sourceof input for the languagestudents,a
placewhere they can obtainthe comprehensible inputnecessary for language
acquisition."
5) TheAffective FilterHypothesis: "There is no demand for earlyspeechproduction which
can lower the anxiety of the language learner. Secondly students are allowed to make the
decision, individually, when theywish to speak, production in the form of single words
or short phrases as responses is accepted in apositive manner. Thus, any sort of attempt
at speaking is rewarded positively. Finally, errors ofany form arenotcorrected directly,
although in many cases the 'correct' version of what the student has said will be included
in the teachers' response to thestudent."(p.59)
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